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Editorial: 


The Emergence of 
SPI West 


If you're reading these words, then you 
are a wargaming "grognard," one of that 
peculiar hard core which is our ancient 
brotherhood in this hobby. It is my great 
pleasure to announce, brother grognard, that 
a new dawning has emerged in our 
wargaming hobby. Sad as it was with the fall 
of the "old SPI," we now have cause to rejoice 
with the birth of "SPI West" in the guise of a 
combined 3W and DTI. Wargamers will enjoy 
all ofthe fun and glory ofthe old "New York" 
days of SPI without all the fears of fiscal 
instability. We've learned the lessons from 
the fall of that Great House, and we at 3W 
(and DTI) are here to stay and carry forth in 
the best wargaming traditions! 

Yes, these two companies are in the 
process of merging (the lawyers say the dust 
should settle on the paperwork by Summer’s 
end). DTI, with this magazine, Fire & 
Movement magazine and others (plus the 
Los Angeles based game conventions, 
including L.A. Origins '89) has been bought 
by 3W, Inc. | 

It is time to think ofthe West as the new 
direction to look for wargames and wargame 
publications. In your mind, it’s time to 
imprint a hexagonal grid over the State of 
California and count the hexes between 
Cambria and Los Angeles. Keith Poulter and 
Alan Emrich have teamed up, and they are 
excited, indeed, about the future of 
wargaming. World Wide Wargames, 
Strategy & Tactics, Battleplan, Fire & 
Movement and L.A. Origins’89 are all 
combining to make wargaming a growing 
hobby in the 199075. 


How Does This 
Affect Me? 


I'm glad you asked. As a Battleplan 
reader, this merger has many benefits, the 
most important of which is having these 
magazines published in a far more timely 
manner. 3W is known for their publishing 
punctuality, previously with The Wargamer 
and currently with Strategy & Tactics, so 
you can expect to see Battleplan out much 
closer to schedule in the future. An issue or 
two of transition, and we should be rolling 
along smoothly. 

One of the main reasons for this is that 
now Battleplan, along with the other DTI 
magazines, will be brought more "in house," 
affording the publisher more direct control 
over production. While a lot of work for us, it 
is a real time (and money) saver, and makes 
producing Battleplan a more attractive 
proposition from a 3W business end. 

But who cares about that! Will the fun 
still be in the pages of Battleplan? Will it 
still deliver the goods that I buy this 
magazine for? 

Yes, and then some! 


A New Editor 


As part of the change in ownership, 
Editor Pete Flahive is leaving with this, his 
last issue. He created a look and style for 
Battleplan and many good traditions which 
we will continue to honor and build upon. 
Pete will still be out there, reading every 
issue. We can only hope that he'll drop by the 
office from time to time and lend his advice to 
us. 

Battleplan's new Editor is its former 
publisher, myself, Alan Emrich. Battleplan 
was my brain child and I am so enthusiastic 
about working more “hands on” with 
Battleplan that my cheerfulness around the 
office is becoming annoying to my compadres 
at DTI and 3W. 

No transition is ever completely smooth, 
however. One of Pete’s weak suits was in 
answering mail. While not exactly my forte 
(I’m much better responding by telephone), 1 
will be working during the next few weeks to 
catch up on the Editorial correspondence and 
sort the box of articles for future publication. 
Once 1 have a handle on that, I expect to let 
you know an issue in advance about features 
coming up in Battleplan. 

I’m looking forward to answering all of 
your mail (it’s going to take a while, though, 
so please be patient). Hopefully, a Letters 
column will emerge out of all this effort. 
Apparently, you readers feel the same way 
that I do about your letters and Feedback 
Comments, as they rate the highest of any 
feature each issue. 


So Sing Out! 


It’s a crucial time in the history of 
Battleplan, and if you are the type of reader 
who cares about his hobby and this magazine, 
you'll be glad to know that the center four 
pages of this issue are a special “pull out” 
section for your input. We ask that you 
complete and return it to us. It is a special 
survey (with special offers) from the new 
publishers to help make sure that Battleplan 
continues to be what you want it to be. Rip 
those four pages out and send them back 
right away, please. 


What About the 
Games? 


That's where this merger has a double 
advantage. Not only will Battleplan mini- 
wargames continue (beginning with next 
issue which will feature Zulu War), but the 
offices of DTI are becoming the playtest and 
development center for 3W games. Therefore, 
they will be also be available for Battleplan 
mini-wargames as well. Perhaps, one day, 
we'll even see some arrangement for getting 
you mounted, die cut counters! 

By the way, we need more game 
proposals! Be sure to read the Writers 
Guidelines section on page 64 and get some 
game proposals to us! Naturally, we always 
need articles (particularly about the new 
games you're playing which you might be 
especially excited about at the moment). 


Cliffhanger Ending 


As I recall, in Pete's last Editorial, he 
left you wondering what Milton Bradley said 
about their new Shogun game. Here it is: 


"Shogun is... a very emotion filled game. 
Youreally have to know your opponents to 
play well. I'd like to clarify a few rules that 
players have asked me about. So far, all 
questions have been about movement and 
shuffling units in and out of armies in the 
process. The following comments should clear 
things up: 

"1. You can move units into an army any 
time; you can move units out of an army 
ONLY TO GARRISON AN EMPTY 
PROVINCE. This includes the province the 
army is in (during combat movement and 
final movement) and it includes moving out 
of an army into an adjacent empty province 
during the army movement part of final 
movement. Units that move out of an army 
(becoming a provincial force) cannot then 
move again during the provincial force 
movement part of final movement. 

"2. An experience X daimyo (X = level) 
enables his army to move X spaced before and 
after combat. However, during combat, the 
army has the ability to make X attacks but 
can actually only move X minus one (X-1) 
spaces, because the army cannot move again 
after its Xth attack. 

"If anyone has any questions about any 
Gamemaster games, just... write to me and I 
will send them a reply as soon as I can." 

- Michael Gray, Milton Bradley 
Company, 443 Shaker Road, East 
Longmeadow, MA 01028. 


That’s All Folks! 


Well, I've got articles to sort and mail to 
answer. In the meantime, be sure to send us 
your comments and feedback via the special 
insert and our regular feedback cards. While 
you're at it, write an article for us or design a 
mini-wargame this Summer for Battleplan. 

We'll be looking forward to seeing you at 
ORIGINS / GEN CON in Milwaukee this 
August! 


- Alan Emrich, Editor 


Midway 
Random 
Events 


by 
George Sauer 


Date: 04 June 1942 

Time: 0500 

Place: Bridge, Carrier York- 
town, north of Midway 
Island 


"Captain, lookout reports tor- 
pedo tracks off the port bow!" 

"What, that can't be! Dont 
they know that we're playing 
TAHGC's Midway?" 


Midway is a fine game. the 
first in my collection and the first 
in many other collection's. How- 
ever, after repeated play, one just 
hopes for something a little differ- 
ent to happen. To this end, our 
group has created the Midway 
Random Event. Using this system 
new and exciting actions will 
occur during the game. 


The system needs ten (10) 
counters. Two of each marked one 
through five. Any device, such as 
playing cards may be used if 
counters, cannot be found. Each 
player takes a set of counters and 
places them next to him facedown. 


The 0500 turns in Midway are 
now random event turns. On 
every 0500 turn, including the 
first turn of the game, the Ameri- 
can player draws one of the five 
counters without looking at it and 
places it in front of the Japanese 
player. The Japanese player then 
does the same for the American 
player. Both players now roll a 
single die. If the combined total of 
the dice is 2,3,4 the Japanese 
event occurs. If the total is 10,11, 
12 the American event occurs. The 
non-occuring event(s) are set 
aside not to be used again. The 
player that has an activated event 
now looks at the chit and rolls two 
dice, sums them and follows the 
instructions. The event need not 
be disclosed to the enemy player, 
but should be noted for varifi- 
cation at game end. 


Following, are the random 
events and a description of their 
use, gamers should feel free to 
modify, change or omit events 
with which they disagree, or just 
don't like. 


EVENT CHIT ONE 


Sub Strike. The following ship 
takes two hits of damage due to a 
torpedo strike. 


American Japanese 
Event Event 

2 - Enterprise Kaga 

3 - Minneapolis Soryu 

4 - New Orleans Hosho 

5 - Portland Nagato 

6 - Pensacola Hiei 

7 - Atlanta Yamato 

8 - Astoria Haruna 

9 - Northampton Mutsu 

10 - Vincennes Zuiho 

11 - Hornet Hiryu 

12 - Yorktown Akagi 


The ship takes two damage 
points even if it has yet to appear, 
or has left the board. Sunken ship 
counts for victory. 
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MIDWAY 


EVENT CHIT TWO 


Repair points, or Mis-informa- 
tion. The reported damage done 
during a strike was incorrect, or 
the damage was repaired. 


The event is the same for both 
players. the dice roll is the number 
of repair points to distribute. It 
takes four (4) repair points to 
"fix" one damage point on CV's, 
three (3) to fix one damage point 
on CVL’s, and BB's, two to “fix” 
one on CV's,and one to "fix" one 
on CL’s. Ships repaired in this way 
cannot be raised from the "Deep 
Six", nor can they be used to raise 
a ship's hit total to more than it 
had at the start of the game. 
repair points may not be saved, if 
there is no damage to be repaired 
on the turn this card is activated. 


EVENT CHIT THREE 


Reinforcements Schedule 
Change. Thae American player 
has no event if this is activated for 
him. The Japanese player has an 
event if it is activated for him on 
either the June 3rd or June 4th 
event draw. Otherwise this is no 
event for him also. 


The June 3rd 1500 ship, or the 
June 4th ships arrival is changed 
as follows: 


2 - delay two turns 

3 - delay one turn 

4 - delay one turn 

5 - delay one turn 

6 - no change 

7 - no change 

8 - no change 

9-1 turn early 
10 - 1 turn early 
11 - 1 turn early 
12 - 1 turn early 
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MIDWAY 


EVENT CHIT FOUR 


Midway receives reinforce- 
ments or takes secondary da- 
mage. The Japanese player has no 
event if this is activated for him. 
The American player has an event 
only if this is activated on the 
June 5th or June 6th event draw. 
Reduce or increase Midway's 
strength by the following amount. 
The modified strength can exceed 
the original amount. If Midway 
has already fallen, or has been 
reduced to zero than this is no 
event. 


2 - up to 5 points 

3 - up to 3 points 

4 - up to 3 points 

5 - up to 3 points 

6 - no change 

7 - no change 

8 - no change 

9 - 1 turn early 
10 - 1 turn early 


EVENT CHIT FIVE 


Engine problems. The effected 
ship can only move one square in 
each of the next three turns. 


American Japanese 
Event Event 

2 - Yorktown Akagi 

3 - Hornet Hiryu 

4 - Vincennes Zuiho 

5 - Northampton Tone 

6 - Atlanta Chikuma 

7 - Astoria Haruna 

8 - Pensacola Kirishima 

9 - Portland Atago 

10-New Orleans . Hosho 

11 - Minneapolis Soryu 

12 - Enterprise Kaga 


If the ship rolled is not yet in the 
game, it is unaffected. 


These events can alter strategy 
and add something new to to an 


11-1turn only 
12-2turns early 


old, favorite game. 
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HASTINGS 


by 
Keith Martens 
HASTINGS; 1066tm 


Game, The Battle of Senlac Hill 
is a magazine game which 
appeared in Strategy and Tactics 
110. If you are like most 
wargamers, you took a look at the 
game, maybe set it up, and less 
likely played it more than once. 
This is the fate of many folio 
games unless the player has a 
special interest in the period. 


In the case of 1066tm (love 
that name, I am going to rush out 
and trademark 1988 before TSR 
gets there) the game is too 
interesting to let it go at that. A 
short review of the game, some 
rule clarifications, and a 
suggested rule addition are 
presented to tidy up a few nagging 
points. 


Review 


1066 is a tactical game of the 
battle of Hastings. 11 has a regular 
sized map (17" x 22") with play 
aids and charts. The two hundred 
counters are mostly units with a 
few marker counters. They are 
colourful and of average quality. 
The 10 pages of rules are for the 
most part clear and written in 
classic SPI-ese. 


So far it is like any other 
magazine game but it’s strength 
lies in the new wrinkles it adds to 
the period. Most games on Pre- 
Napoleonic battles, especially 
Ancients and Medieval periods, 
are characterized by their 
simplicity. The games that are 
more complex 9WRG miniatures 
springs to mind) are totally 
unrealistic because of an over- 
estimation of command control. 
1066 in a lot of ways is a standard 
game (see Game Mechanics box) 
but 11 has some interesting new 
ideas. 


The foremost new idea 18 the 
concept of Strategy and Battle 
Order. Each side is divided into 3 
groups. The Normans have the 
nationalities of; Breton, Norman, 
and the Franco-Flemish. The 
Saxons have wings led by Harold, 
Gyrth, and Leofwine. Each turn a 
Strategy is assigned to each group 
(aggressive, moderate, cautious, 
or defensive). Two dice are rolled 
and the group is assigned the 
resultant Battle Order. Each 
Battle Order regulates what the 


troops can do in the turn.. 


Therefore, the player can 
influence the final Battle Order 
by picking a strategy which will 
maximize the chance of rolling 
that Order but does not have the 
absolute command control found 
in many games. This matches well 
with knowledge of warfare in 
these times. 


Briliantly linked with the 
Battle Order determination is the 
Strategy Effects Track. Each time 
a Battle Order is determined, a 
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marker is moved up or down for 
each group on the Strategy Effects 
Track. If a group is defensive for 
too long, they get nervous and 
their morale deteriorates. 
Conversely, if they charge and 
attack a lot they will have fine 
morale but get fatigued. Each 
player must strive to keep his 
strategy balanced between offense 
and defense. What results is a 
simple yet accurate restriction on 
players abusing the physical and 
mental capacities of the armies of 
the day. Each side has their own 
track to the tired Saxons (having 
just marched from their victory at 
Stamford Bridge) fatigue easier 
than the rested Normans. 


Small chrome touches also 
enhance the enjoyment of the 
game and make the battle feel like 
the period. Saxon units can get out 
of control and roll the dreaded 
Attack & Pursue order. They must 
then, where possible, move 
towards the nearest enemy unit. 
But what would Hastings be 
without some way for the 
Normans to tempt the Saxons off 
their hill. 


The Norman horse must check 
for disruption when moving over 
certain terrain. This adds a risk to 
cavalry attacks up-slope and 
makes it harder to charge. 


The facing is to the hex 
vertices not a hex side which I 
have always found worked better 
even in Napoleonics. It gives the 
unit a two hex front, a two hex 
flank, and a two hex rear instead 
of a three hex front, two flank, and 
one rear. 


Missiles are kept track of since 
the Normans were predominantly 
bowmen while the Saxons had 
javelins and slingers. They 
therefore could not use each others 
ammunition and only the slingers 
are not penalized. 


The battle is fought over two 
days and each day can be extended 
if the Normans meet certain 
conditions. Also the Normans are 
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allowed indirect fire with their 
bowmen on the second day much 
to the Saxons dismay. This may 
seem like a small point but try a 
game where the Normans can do 
this on day one and see what a 
small tactic change can do for an 
army. 


Lastly, morale plays a critical 
role in the game, in contrast to 
many games in this era. The 
difference between the Saxon's 
elite Housecarles and their Great 
Fyrd units (rabble?) is 
frightening. Morale is the 
deciding factor in where to place 
units and puts the player directly 
in the commanders’ shoes. 


All in all it is the most 
realistic tactical ancients game | 
have seen. If you are interested in 
the period, try a game. 


The following are some minor 
points which 1 felt help the game. 
Feel free to use any or all. 


Problems 


3.31 The Extended Assault - 


Period 


There are three conditions 
that allow the Norman player to 
extend a day’s fighting past the 
normal eight battle turns. Two of 
these are controlling a certain 
portion of Seclac Hill and the 
third simulates an encirclement of 
the Saxon position. 


The rules state “If all 
undisrupted, unrouted Saxons are 
entirely surrounded by Norman 
units, Norman zones of control, or 
the map edge, the period is 
extended until the Normans win 
or the encirclement is broken.” 


The problem is that the 
Norman could set up a cordon well 
away from the hill and still 
theoretically “encircle the Saxon 
against the map edge. My solution 
would be to stipulate the Saxons 
can only be pinned by the North 
map edge and then only if a 
Norman unit or its zone of control 
seals the Saxons west of 0109 
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inclusive and east of 0124 
inclusive. 


3.2 Order Phase 

Before the beginning of a turn 
both players are asked to select a 
strategy and then roll to 
determine the battle order of each 
wing. The Norman moves first 
and therefore knows the 
upcoming Saxon battle order. This 
gives the Norman a big advantage 
especially in knowing when the 
Saxon Attack and Pursue rushes 
are coming. 


Instead, I suggest that both 
sides select normally but the 
Saxon does not roll or reveal his 
strategy chits until his turn. 
During the Norman turn ከ6 3 
still in the battle order of last 
turn. On the first turn of the 
game, the Saxon rolls and obtains 
his battle order normally. 


4.28 Optional Battle Order 

"A result of optional means 
that the player chooses the order 
desired for that wing/section for 
the phase. 


In the normal game this 
causes some problems since both 
players can roll it and may want 
to let the other pick first (actually 
happened to Steve and 1 in a 
game) Also the rules are not 
clear on whether you must choose 
immediately or whether you can 
wait and see the battle order of the 
rest of your troops. 


Since our house rules have the 
Saxons and Normans rolling at 
separate times, we only need to 
state that if an optional is rolled 
the player can wait until all his 
wings are rolled and then choose 
his battle order. 


Play aids 


As stated above , the map has 
numerous play aids that are well 
laid out. We have added to our 
map missile supply boxes. Six 
counters are constructed, 3 with 
the numbers 1 to 4 for the Saxon 
Javelins and 3 with 1 to 6 for the 


Norman archers. The numbers are 
arranged on the edge and/or 
corners of the counters. As the 
missiles are used they can be kept 
track of by wing with these 
markers in the appropriate group 
box. 


Also keep some extra "D" or 
Disrupted markers around since 
there are not enough in the game. 


Clarification - 9.64 Morale 
| Checks 
This rule is 
misinterpreted and states: 


easily 


"Units adjacent to friendly 
units routed in melee by 
opponents in Charge or Attack 
& Pursue order must check 
morale. Disruption results are 
ignored; rout results apply.” 


This does not mean that a 
chain reaction of morale checks 
can be set off by one unit routing. 
When a unit is meleed by an 
attacker who is in Charge or 
Attack & Pursue and the defender 
routs, all adjacent units check 
morale and ignore "1)” results. If 
one of these subsequent units rout 
then it does not cause more 
checks. 


Also it would seem to be the 
intention of the game that units 
eliminated in such a way also 
cause adjacent units to check. 


The Saxon Wings 

The Saxons are divided into 
left, right, and centre wing. Each 
of the three leaders commands a 
wing. While all the units must be 
within the command radius of the 
leader and no Saxon leader can 
command more than 2046 of the 
units available, this rule gives the 
Saxon too much flexibility. Since 
the Saxon player can change the 
wing a unit is in each turn if it is 
now within the command radius of 
a different leader, he can 
manipulate the morale or fatigue 
of a unit. 


While the Saxon did not have 
a formal organization other than 
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loose wings, 1 would propose a 
rule that restricts a unit to one 
wing for the battle. By using a 
coloured mark on each of the 
following groups, each can be 
identified (I used colour stic-on 
dots). Setup, reinforcements, and 
play is unchanged except that the 
composition of the wings is now 
permanent. 


CHART 
h 


The five select Fyrd units 
(Thegns) are assigned at set-up to 
any one wing and remain with 
them for that day. On the second 
day of play they may be 
transferred to any other wing. 


Hastings 1066tm is a great 
game of ancient combat with only 
a few blemishes, give it a try. 


GAME MECHANICS 
SUMMARY 


HASTINGS; 1066tm Game, 
The Battle of Senlac Hill is a 
two player board game. Each 
player controls either the 
defending Saxons or the attacking 
Normans. There are two days of 
battle consisting of 8 Battle Turns 
each. The number of rounds can 
be extended on either day by the 
Normans meeting certain 
conditions (in general by 
occupying a certain percentage of 
Senlac Hill or surrounding the 
Saxons). Each side is divided into 
three groups (nationalities for the 
Normans and wings for the 
Saxons) 


Victory hinges on casualty 
points lost in the battle. High 
morale units are more valuable 
and leaders are also taken into 
account. PLayers win by inflicting 
more casualty points than they 
have lost, plus meeting the 
following special conditions. The 
Normans need to clear the road to 
London or eliminate the Saxon 
Housecarles. The Saxons, in true 
defender style, need to thwart the 
attacker. 


The combat units have an 
attack and defense number and a 
morale rating. Some foot units 
have additional attack and 
defense numbers (higher defense 
and lower attack) which they 
employ when in Shield Wall 
Battle Plan. 


Each Battle Turn has a joint 
Order Phase, then a Norman 
Player. Phase followed by a Saxon 
Player Phase. 


In the Order Phase each side 
secretly selects a strategy for each 
of their wings or nationalities. 
The strategies are revealed and 
each side rolls two dice to 
determine the Battle Plan of that 
group (the Normans roll 
separately for each nationality 
using the one roll for the horse 
and foot contingency’s Battle 
Order).: The Strategy Effects 
Table is adjusted up or down for 
each rolling group and its effects 
(fatigue or morale loss) are 
imposed on the group. 


The Norman and Saxon 
Player Turns are identical and 
consist of six segments; 

1. Rally 

2. Missile Fire 

3. Movement 

4. Non Phasing Player Reaction 
Movement 

5. Non Phasing Player Missile 
Fire 

6. Melee 


Leaders have a command 
radius in which routing and 


disrupted units are automatically 


rallied. Other units roll for rally. 


Missile fire has its effects 
resolved on a CRT and is subject to 
range effects. Norman bowmen 
may initially only fire direct but 
may employ indirect fire on the 
second day. The supply of missiles 
is restricted for Norman archers 
and Saxon javelins. 


Movement is by unit type and 
is affected by terrain. Norman 
horse must roll for disruption 


when moving through certain 
terrain. Units must choose a 
facing after moving (hex vertices) 
and attacking units receive a 
bonus for attacking the flank or 
rear of enemy units. Units have a 
zone of control through their two 
front hexes which are locking. 
Movement is sometimes restricted 
by a group’s Battle Plan. 


The non phasing player may 
perform reaction movement if 
allowed by their Battle Plan, at 
the cost of a Morale Check. 


Melee is between adjacent 
units and resolved by a strength 
differential CRT. 


Units perform morale checks 
as directed by the CRT tables and 
can be disrupted (a temporary loss 
of combat ability) or routed. 


The game can be played in 4-6 
hours and has a high tension 
factor. Since nothing is hidden 
(except picking strategies) the 
game can be played solitaire. PBM 
is not impossible but the 
intertwined phases (reaction and 
non phasing missile fire) would 
call for some modification. 
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THE BATTLE 
SENLAC HIL 


by 


Scott A. Jackson 


It is the year 1066 and the 
English crown has just changed 
hands. Naturally, several conten- 
ders seek to proclaim themselves 
King of England. Several of them 
are quickly eliminated. Eventu- 
ally it comes down to the final two 
opponents. They meet at a little 
known place called Senlac Hill, 
just north of the town of Hastings, 
in England. battle and confusion 
rage all around the hill as two 
armies fight for the mastery of the 
country. To the victor goes all of 
England..... 


Such is the setting for Stra- 
tegy & Tactics’ game of Hastings, 
1066: The Battle of Senlac Hill. 
Players are given the chance to 
either relive the Norman 
Conquest or to defeat it. The game 
itself is elegant and easy to play. 
This article first proposes some 
rules’ changes and then briefly 
examines the tactics for both sides 
in the game. 


S&T #110 


OF 


RULES MODIFICATIONS 

In the game players are placed 
in the position of the two opposing 
commanders, William the Bastard 
(later known as ‘The Conquerer’) 
and Harold Godwineson (the cur- 
rent King). While both players 
have limited omnipotent powers 
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over individual combat units, the 
leader counters that represent the 
players are only good for rallying 
and reorganizing routed or 
disrupted units. Neither player 
can influence what battle order 
any single unit adopts, even if 
stacked directly with the unit. 
This is tantamount to direct 
disobedience of orders! In order to 
correct this sorry state of affairs 
the following,rule modification is 
proposed: : 


10.6: The William and Harold 
leader counters may influence 
what battle order units within 
their rally range adopt. Any 
battle order desired may be 
adopted, but all units within the 
leaders rally radius must adopt 
the same order. The battle order 
for such units must be announced 
prior to the battle order rolls for 
the regular wing battle order 
determinations. Note that these 
rules do not effect whole wings/ 
sections, just those individual 
units within the army comman- 
der's rally range. This appro- 
priately limits their influence to 
units within a direct command 
range. Players may want to make 
up some battle order indicator 
counters (SW-Shield Wall/Hold; 
MF-Melee/Fire. In Place; AC- 
Advance to Combat; AP - Attack 
& Pursue/Charge) to put on units 
not in the same battle order as 
other units of their wings/sec- 
tions. 


Now let us digress and clear 
up a few rules’ questions. While 
the Fryd was anxious to get into 
the battle, the bowmen and 
slingers were probably much less 
willing to close with the enemy. 
Rule modification 4.38, Case 4. 
Bow and Slingers. These units 
may fire in any appropriate phase, 
subject to Rule 5.46 (see7.21). 
These units receive their 
movement abilities from the type 
of battle order they currently 
have, but are never required to 
move towards enemy units (4.34, 
Attack and Pursue). 


Also, what battle order does a 
Saxon unit out of command radius 
of a leader assume? Rules modifi- 
cation 4.17 Saxon units out of the 
command radius of a leader will 
assume the battle order of the 
nearest commanded units. If two 
commanded units are equidistant 
than the enemy player may choose 
which battle order the uncom- 
manded unit assumes. 


Finally, what good are the 
command radii that are printed on 
the Norman leaders (other than 
when William dies)? These radii 
represent the command reach of 
both Norman and Saxon leaders 
using aids, sub-commanders, etc. 
therefore, any unit outside of this 
range is left mostly to its own 
devices and its junior officers. 
Indecision and lack of leadership 
will at least slow such a unit down 
as 11 moves about. Rule modifica- 
tion 5.26. Any unit that starts its 
movement phase outside the 
command radius of his wing/ 
nationality leader has its move- 
ment allowance reduced by one- 
half, rounded down. William can 
command any Norman army unit, 
regardless of its nationality. 


TACTICS 

With the randon determina- 
tion of the battle order that each 
wing/section takes each turn, 
strategy is hard to formulate and 
maintain. Instead, players will 
find themselves forced to do the 
best they can with what is 
available each turn. This prevents 
the perfect plan from ever occur- 
ring. The first couple of turns are 
usually spent marching units into 
tenuous positions as some part of 
each army fails to do as expected. 
Then combat usually starts as one 
army feels a local superiority to 
have been achieved over the 
enemy on one wing or the other. 
Battle will flare up and die down 
over the various parts of the field 
as the local units decide to attack 
or defend, and as reinforcements 
change the tide of battle. Let's 
look at some of the tactics for both 
armies. 


THE SAXONS 

On their strength side, the 
Saxons start the game in good 
defensive positions behind some 
ridges atop Senlac Hill. They have 
the very strong and high morale 
Housecarls, who are a match for 
any Norman units. Further, their 
bowmen and slingers can fire in 
every phase, being unhindered by 
the missle supply limits. Their 
position gives them the interior 
lines of communication and 
movement that would allow them 
to shift forces faster than their 
enemy. And, ultimately, they 
have no need to do anything 
except sit there and react to what 
the Normans do. The onus of 
action is on the Normans. 


On the other hand, the Great 
Fyrd has this annoying curse/ 
blessing of suddenly dashing 
forward into battle for no great 
reason. Also, the great Fyrd is 
very weak, both on the attack and 
on the defense. Only the 
Hlousecarls have good morale, and 
losses among the Fyrd will mount 
rapidly once they get into action 
since they have a hard time 
recovering from disorder. then 
there's the Norman cavalry, 
deadly on the level, open ground 
when they charge. Finally, Saxon 
morale becomes shaky if the army 
simply stands around waiting for 
battle. 


Considering all of this, the 
Saxons’ best strategy is to spread 
the Housecarls around, and stay 
on top of the hill. Shift troops 
around to meet threats as they 


` occur, make the enemy come to 


you and then defeat him 
piecemeal. The two problems with 
this are that caution rarely allows 
movement, thus preventing, or 
hindering repositioning of units, 
and Saxon morale will quickly 
drop on the morale track. Should 
the Saxon player be more 
aggressive, he will often find his 
army recklessly charging down off 
the hill where they become 
vulnerable to the Norman cavalry. 
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So what should be done? Well, 
dispersing most of the Housecarls 
in defensive positions around a 
perimeter is a good idea. Having a 
defensive line of Housecarls one 
hex apart with slingers, bowmen, 
and militia in between allows 
strong defensive strength and 
some offensive missle capability. 
A large chunk of the militia and 
some of the Housecarls should be 
kept towards the middle of the hill 
in a reserve wing. The perimeter 
should have as few bulges and 
corners as reasonably possible, 


since those are the weak points 


where defensive units can be out- 
numbered. A good perimeter is a 
straight line from the woods on 
the Saxon right, up along the 
front of Senlac Hill, then curving 
at the left end of the hilltop to run 
along the forward ridges back to 
the map edge. Keep in mind that 
charges cannot cross streams or 
ridges. 


The above can be accom- 
plished by rotating commanders, 
leaving two commanding the 
outside perimeter in cautious 
mode while the third commands 
the reserve in a more aggressive 
mode. Thus, the outside perimeter 
will usually be steady and not 
prone to sudden forward rushes 
while the reserve remains 
generally mobile and responsive 
to Norman threats. The rotation of 
leaders to the reserve is necessary 
to prevent too rapid a morale loss 
by any one Saxon wing. Standing 
around waiting for an attack is 
hard on the army's nerves. In this 
game this is tracked by each wing 
on the morale track. 

Enemy attacks will usually be 
piecemeal, and with this set-up 
they can be met and defeated one 
at a time. Weak spots can be 
shored up fairly quickly also. The 
key problem with this defense is 
setting it up. The Saxon player 
will have to be moderately 
aggressive for the first couple of 
turns just to get his forces into 
position. If he can accomplish this, 
then his chances of winning will 
be high. a strong, semi-flexible 


defense with a mobile reserve is 
hard to beat. 


THE NORMANS 

The Normans. have the 
basically superior army, with 
better leaders, better attack, 
defense, and morale capabilities. 
Their cavalry can move faster 
than the enemy foot and are the 
strongest attacking units on the 
field of battle. The army is also 
less impetuos, not being prone to 
mad dashes into combat. The 
leaders can rally routed or dis- 
rupted units better than the 
Saxons. On the negative side, the 
Norman foot can barely cope with 
the Housecarls, and are fairly 
easy prey to Saxon 'Attack and 
Pursue' battle orders. Of course, 
the Normans must also attack 
uphill and across ridge lines to 
defeat the enemy. The constant 
movement required, especially 
with the knights usually being in 
‘Advance Battle Order’ can 
quickly fatigue any army. And 
then there is the fact that a large 
portion of the enemy army will 
have to be destroyed fairly quickly 
in order to win the battle. 


Given this, how should the 
Norman approach the battle? The 
enemy must be forced to disperse 
his concentration of Housecarl 
strength so they become vulner- 
able. Then weak points in the 
enemy line must be strongly and 
repeatedly attacked without ex- 
posing your units. The threat of 
attack all along the line must 
force your enemy to remain 
dispersed. If the enemy charges 
out to battle than the Norman foot 
must absorb the initial attack so 
the knights can counter-attack. 


All this can be done by 
flanking moves to bypass the 
forward Housecarls while still 
threatening the enemy front line. 
Use one nationality to 
demonstrate against the Saxon 
front, while each of the other 
nationalities makes a flanking 
move against the closest flank. 
The enemy will have to spread out 


to block, or react to your 
movements. It is possible that one 
enemy wing will decide to rush 
forward and attack your advan- 
cing units, opening the way for a 
devastating cavalry charge. 


Destruction of enemy Fyrd 
units will strip the Housecarls of 
support. and leave them 
vulnerable to being overwhelmed: 
by multi-unit attacks. Therefore, 
the Fyrd units should be the 
initial target of attacks. Since 
they are weak and low morale 
units almost any attack against 
them will succeed. Any supporting 
Housecarls will have to be soaked- - 
off against while the Fyrd is being 
destroyed. This is where you can 
use your leader's superior rallying 
capability. With the Fyrd 
scattered, the Housecarls will 
rapidly fall to concentrated 
attacks by several units at once. 
These attacks must be done 
carefully, though. reserves and 
flank protection must be present 
so that the enemy doesn't 
suddenly sweep forward and 
attack those units that suffer 
adverse combat results. The 
knight units make good reserves 
due to their great strength. Do not 
hesitate to use one or two of them 
as needed for attacks or support. 


Remember, your morale will 
tend to climb rapidly into the 
fatigue range. this can be counter- 
acted to some degree by choosing 
‘Hold’ status for knight units 
whenever an Optional battle order 
is rolled. Resting the entire army 
occasionally will also help. 
Unfortunately, time is on the 
side of the enemy. Still, extra time 
can be gained by completely 
encircling the Saxons on the hill. 
Then, the first battle phase lasts 
until the encirclement is broken. 
The Norman will have to be 
aggressive and attack almost 
everywhere. Good planning, selec- 
tion of targets, flank protection, 
and a reserve, will all help sway 
the battle. 


A House., , 
Divided 


Game Designers Workshop 


تتت سا الت 


HOUSE 
DIVIDED 
b 


y 
Benjamin C. Hackman 


A House Divided is a 
marvelous player's game which, 
despite its simple mechanics, 
manages to simulate the strategic 
ebb and flow of the Civil War. The 
thorough review by James T. 
Naughton in The Grenadier #24, 
while rightly praising the game, 
nevertheless notes that “as a 
representation of the Civil War, it 
does have some serious 
shortcomings." This variant 
attempts to remedy some of those 
shortcomings while addressing 
one other which Mr. Naughton did 
not mention: the absence of any 
counters or rules to simulate the 
role of leadership during the war. 
The remainder of this article 
describes, sometimes very briefly, 


the rationale behind each of the a 


revised rules, then concludes with 
a discussion of how the addition of 


leaders affects play and play 


balance. 


The new victory conditions 


will allow opponents to evaluate Mi 


their performance on more than 


just a win/lose basis. More im- ` | 
portantly, the “hurdle” suggested . 


in Mr. Naughton's review has 


been added as to account for the , —.- 
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possibility that, without either 
the Union victories of Atlanta and 
Mobile, a war-weary North might 
not have re-elected Lincoln. 


Historically, at the end of 
October '64, the South was still in 
possession of Richmond, Wilming- 
ton, Charleston, Petersburg, Col- 
umbia, Raleigh, Augusta, Sa- 
vannah, Jacksonville, and Shreve- 
port for an army maximum of 14. 
Still holding Atlanta or Mobile 
would raise the CSA army 
maximum to 16, just enough, 
perhaps, for McClellan to unseat 
Lincoln. (As it was, McClellen 
received 45% of the popular vote.) 
Accordingly, the Union player 
must reduce the CSA army 
maximum below 16 before the 
November '64 election is held. But 
doing so only prolongs the war. 


The Union player can, him- 
self, gain a substantial victory at 
the end of September '64 turn by 
controlling six of the seven major 
CSA recruiting cities. And yes, it 
is theoretically possible---but not 
geographically likely--for the 
Union player to do this while the 
CSA player still has an army 
maximum of 16 or more. (In the 
historical situation mentioned 
above, the South still holds three 
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of its major recruiting cities, and 
to win a substantial victory in 
October, would require holding a 
fourth.) But if this unlikely 
anomaly occurs, well, that's why 
the Union's chance for a sub- 
stantial victory comes in Sep- 
tember, not October. Here the 
Union player gets the benefit of 
the doubt. 


The supply rule has been 
adapted from Mark McLaughlin's 
War and Peace or his Mr. 
Lincoln's War duo). While the 
original supply rule was elegantly 
simple (lose one piece, period), the 
new table is almost as simple to 
apply. The Union player now faces 
higher losses ifalarge invading 
army becomes unsupplied. On the 
other hand, an unsupplied CSA 
army holding the last recruiting 
city at the end of the game can 
also disappear faster. 


The movement rule attempts 
to reflect the inertia which 
marked the early Union war 
effort. And, in another vein, too 
often the CSA player can be 
paralyzed by a series of ones and 
twos on the die while his opponent 
rolls a string of fours, fives, and 
sixes early in the war (when the 
CSA player has his only practical 
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chance to win). The new para- 
meters will still give the CSA 
player ample opportunity to bite 
his nails, but the war is now less 
likely to end in a premature, luck- 
induced Union victory. 


and gunboats on 14 February 
1862 (alyhough it was a Pyrrhic 
victory). And Grant got his army 
below Vicksburg, and then below 
Grand Gulf, by marching there. 
The transports were empty when 
they ran the batteries at both 
sites. In short, the Union player 
should not operate with a 100 per 


The recruiting rule, like the 
movement rule, is a form of builtin 
die roll averaging that eliminates 
the extremes which can see the 
CSA player replacing six pieces in 
one turn while the Union player 
only replaces two. ል few consecu- 
tive turns of such aberrations can 
produce a prompt CSA victory in 


The naval movement rule 
gives the Union player a greater 


sealift capacity in the Atlantic. 
Now, something approximating 
McClellan's Peninsular Cam- 


cent certainty of success along the 
rivers, at least not where the CSA 
has a significant entrenched force. 


1861. 


0 -— Ae 


The cavalry rules seek to 
correct several other problems 
cited in Mr. Naughton's review, 
all of which primarily result from 
the high number of cavalry pieces 
on each side. The remedy is rather 
simple: reduce the number of 
cavalry pieces. The restriction on 
promoting Union cavalry acknow- 
ledges the superiority of CSA 
cavalry during the first half of the 
war (although the Union player 
rarely has promotions to spend on 
his cavalry anyway). The increased 
marching ability of crack cavalry 
accompanied by a cavalry leader 
allows the CSA player to present a 
very dangerous threat early in the 
war; however, Sheridan can re- 
turn the favor late in the war. 


paign can be staged, and the CSA 
player now faces a considerably 
more dangerous threat once the 
Union player gains a port along 
the Atlantic. 


The CSA river movement 
rule, on the other hand, precludes 
such nasty anomalies as a 60,000- 
man assault on Cairo from Vicks- 
burg via a pair of two-box, up- 
stream river moves. Now the CSA 
player cannot steam into battle 
from two boxes away or even go 
steaming through two enemy 
controlled (but unoccupied) boxes 
per turn in an upriver raid to St. 
Louis or Louisville. The CSA 


The Union rail bonus simply 
acknowledges the tremendous ad- 
vantage the North had over the 
South both in track and rolling 
stock. 


The Union river movement 
rule gives the CSA player a 
chance to nominally hinder Union 
river jump moves. Remember, the 
garrison at Ft. Donelson drove off 
a flotilla of six Union iron-clads 


player can still move two boxes 
along friendly rivers, but even 
this gives him the benefitof the 
doubt in light of his historical 
capabilities. 


| The revised method for 
*' resolving battles precludes play- 
. ers from practicing unlikely tac- 
^. tics while providing players with a 
^ few more choices to make in the 
course of resolving a battle. The 
third paragraph of that section 
explains the rationale behind 
these changes. 


The leader rules and counters 
. are the most important addition to 
the game. Civil War leaders gave 
E that conflict much of its color; 
#8 without them, any simulation of 
the war just is not as much fun to 
play. Their addition, as should be 
expected, causes several changes 
in the feel of the game. 


First, individual leaders have 
their own special capabilities. A 
stack of CSA infantry with Lee 
and one or two of his corps 
commanders is virtually unassail- 
able, at least by McClellan. Mc- 
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Clellan, however, is a good de- 
fender; just try getting along 
without him for two turns if he is 
temporarily cashiered. 1115 ab- 
sence through the spring of 1863 
simulates the likes of Pope, 
Burnside, and Hooker; his pre- 
sence thereafter will represent 
Meade. Farragut significantly 
increases the Union's ability to 
conduct successful invasions 
against garrisoned ports. There 
may be sqme disagreement over 
Sheridan‘s dual capability, es- 
pecially since Stuart took over the 
Second Corps for Jackson at 
Chancellorsville. But Stuart im- 
mediately reverted to a cavalry 
command while Sheridan com- 
manded the Uion's Army of the 
Shenandoah. Jackson can march 
to the sound of the guns better 
than any ether leader. he can 
camp at Front Royal threatening 
a march into Ohio or Penn- 
sylvania yet reinforce Lee with 
three pieces at Manassas should 
the Union attack there. 


COLONEL 


JOHN SINGLETON MOSBY 
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It is hard to reconcile Mosby's peaceful profession of a lawyer at Bristol, 
Washington County, Louisiana, before the war with the series of exploits that 
subsequently made him one of the most famous of the partisan leaders in the 
war. After serving under General Joseph E. Johnston in the Shenandoah in 
1861-62, he was appointed by General E. B. Stuart as an independent scout. 
His independent operations were chiefly in Virginia and Maryland. His 
most brilliant exploit was the capture in March, 1863, of Brigadier-General 
Stoughton at Fairfax Courthouse, far inside the Federallines. He followed 
Lee's army into Pennsylvania in June, 1863, and worried the flanks of the 
Federal army as it moved southward after Gettysburg. In J anuary, 1864, 
he was repulsed in a night attack on Harper's Ferry; in May he harassed the 
rear of Grant's army as it advanced on Fredericksburg; a little later he made 
a long raid into Maryland, and in August he surprised and captured Sheri- 
dan's entire supply-train near Berryville. In September he was wounded at 
Falls Church, but the following month he captured two Federal paymasters 
with $168,000, tore up the Baltimore & Ohio Railroad tracks, destroyed 
rolling-stock, and made a prisoner of Brigadier-Genera! Alfred Duffié. In 
December, 1864, he was promoted to be a colonel, and at the close of the 
war was paroled by the intercession of no less a person than Grant himself. 


The most noticeable impact of 
leaders, however, is that battles 
are bloodier than ever. This 
seems to benefit the CSA player 
since a defender's first round of 
fire is now more damaging. 
Furthermore, both sides have 
leaders that only provide an edge 
to the defender. Thus, instead of 
more attrition (which should work 
to the North's advantage) players 
seem less eager to attack because 
it is dangerous--and often frus- 
trating--to do so. For example, 
two defensive-minded leaders like 
McClellan and Johnston can bring 
the war in the East to a grinding 
halt. 


Players will also become more 
reluctant to fight it out to the last 
piece since this increases the 
possibility of a leader casualty if 
all pieces are eliminated (and if 
the attacker must retreat and only 
his leader(s) survive, they will 
probably be captured the next 
turn). In short, the presence of 
leaders seems to make players 
more cautious. For example, the 
Union player must think long and 
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hard before jumping Grant down 
the Tennessee or the Mississippi. 
An opportunistic CSA player 
might slip pieces in behind Grant, 
surround him and his army, and 
capture the whole bag. The pieces 
can be replaced, but the loss of 
Grant, or any other army-level 
leader, is disastrous. Some odd 
maneuvers may result from ef- 
forts directed more toward 
capturing a leader than defeating 
the army he accompanies, but 
Grant used odd maneuvers twice, 
quite successfully, bagging entire 
armies at Domelson and Vicks- 
burg--along with their comman- 
ding generals. 


Finally, the individual leaders 
and their effect on individual 
battles produce some changes in 
the strategic ebb and flow of the 
War. 


CD, 


The leadership advantage 


initially enjoyed by the CSA 
player will force the Union player 
to be even morecautious at the 
outset ofthe game. Johnston's 
defensive rating makes an early 
advance on Richmond all the more 
difficult. And if Lee can defeat 
McClellan once, forcing his tem- 
porary removal, a successful 
invasion of the North becomes a 
very real threat, especially if 
Stuart and two or three crack 
cavalry are lurking in the 
Shenandoah Valley. On the other 
hand, the Union player does have 
effective counterthreats. Farra- 
gut can help the blockade off to an 
early and successful start while 
Grant can (and must) achieve 
success in the West to draw CSA 
reinforcements away from Lee. In 
short, the leaders seem to magnify 
each side's strengths and weak- 


ness throughout the war. Once 


DEATH AT SPOTSYLVANIA 


Sherman and Thomas become 
army commanders, the Union 
juggernaut is nearly unstoppable, 
and Sheridan stacked with Grant 
is every bit as potent as the Lee- 
Jackson-Longstreet-Stuart com- 
bination which made the Army of 
Northern Virginia invincible for 
so long. 


A House Divided is a superb 
game, with or without the mod- 
ifications offered by this variant. 
But many of us are inveterate 
tinkerers; we can't help trying to 
make a good thing better, es- 
pecially it'sso uncomplicated to 
begin with. I hope my tinkering 
leaves a game that is still 
straightforward but that is now a 
better simulation--and even more 
fun to play. 


reor يعار‎ AFP ERA Pn 


MEADE AND SEDGWICK—BEFORE THE ADVANCE THAT BROUGHT SEDGWICK'S 
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A HOUSE DIVIDED 


Unless modified by these 
rules, the básic rules remain in 
effect. The optional and advanced 
rules may, with the following 
exceptions, be used as players see 
fit: the tournament victory 
conditions incorporate the Novice 
Union Player rule, the Supply 
rule (as revised below) and the 
Effects of the Capture of 
Washington rule must be used, 
and Die Roll Averaging should 
not be used. 


VICTORY CONDITIONS 


CSA Overwhelming: Occupy 
Washington, or any recruiting 
city with a value of two or more, 
and have an army maximum 
greater than the Union's at the 
end of the Union player's turn. 
(Remember, the Effects of the 
Capture of Washington rule is 
in effect.) When this condition is 
met, the game immediately ends. 

CSA Substantial: Have an 
army maximum of 16 or more at 
the end of the October '64 turn. 
Lincoln is not re-elected; the game 
is Over. 

CSA Marginal: Avoid a 
Union victory. 


Union Overwhelming: Cap- 
ture six of the seven recruiting 
cities with a recruiting value of 
two or more by the end of the 
October '64 turn, or sooner. 

Union Substantial: Capture 
six of the seven recruiting cities 
with a recruiting value of two or 
more by the end of the September 
'64 turn. 

Union Marginal: By the end 
of the April '65 turn, reduce the 
CSA army maximum to two or 
less. 


Tournament Rules 


TABLE 1.0 SUPPLY 


NUMBER OF PIECES IN THE UNSUPPLIED BOX 


DieRoll 1 2 3 4 5 6-7 8-9 10-12 13+ 
1 1 1 1 1 ረ 2} .3* ae a^ 

2 1 1 1 1 1 2 a” 55 3” 

3 ዐ ገ 1 1 1 1 2 Z" 2 

4 0 ዐ 1 1 1 1 1 2 Z* 

5 ዐ ዐ ዐ 1 1 1 1 2 2 

6 00 0 0 0 1 1 2 


* Losses must include one cavalry piece if present in box. 
Roll one die for each box con- 
taining unsupplied pieces (even 
single pieces), and extract losses 
according to table 1.0. 


Die Roll Modifiers: Subtract 1 if box is opponent's color. 


Subtract 1 if box contains only cavalry. 


Subtract 2 on winter turns. 


TABLE 2.0 MOVEMENT 


Movement: The CSA player may make a minimum of three marches 


per turn even on die rolls of one and two. The number of 
marches the Union player may make depends on the year 
as shown below: 


A Union die roll of six still permits a naval 
invasion, but the number of marches the 
Union player makes still may not exceed 
the maximum shown for the year. 


1861 maximum of 4* 
1862 maximum of 5* 
1863 2 to 6 

1864 minimum of 3 
1865 minimum of 4 


TABLE 3.0 
UNION RIVER MOVEMENT 


DIE ROLL RESULT 
1-2 Attempt fails; piece returns to box where its march 
began, and may not move again this turn. 
3-4 Passage succeeds; piece is hit and immediately reduced. 
5-6 Passage succeeds; piece incurs no reduction. 
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NAVAL MOVEMENT 


The Union player may move 
two pieces per march between 
friendly port hexes within the 
Atlantic. All other Union naval 
movement still requires one 
march per piece. 


UNION RAIL BONUS 


Union pieces may move three 
boxes per march along friendly 
rail lines. 


UNION RIVER MOVEMENT 


For each Union piece making 
a river jump move through a box 
occupied by at least two en- 
trenched CSA infantry pieces, roll 
one die and apply the results of 
table 3.0. 


CSA RIVER MOVEMENT 


CSA pieces may move two 
boxes along rivers only if moving 
between friendly-owned boxes. 
Otherwise, CSA pieces may only 
move one box per march along 
rivers. 


RECRUITING 


The Union player may recruit 
three pieces per turn even on die 
rolls of one and two. The CSA 
player may recruit only five pieces 
even if he rolls a six. Both players 
may place two recruited pieces in 
recruiting cities with a value of 
three or more. 


CAVALRY 


1. Neither side may have more 
than eight cavalry pieces on the 
board. 

2. The Union player may not 
promote cavalry to "crack" until 
1863. 

3. "Crack" cavalry may move 
three boxes per march by road and 
/ or rail (friendly or unfriendly). 


TABLE 4.0 LEADERS 


UNION 

FARRAGUT 1N - Aug.'61 

McCLELLAN  (1)- Nov. '61 

GRANT 1 Jan. '62 

SHERMAN 525 Nov. 2 

THOMAS *(1) Nov. '62 
Mar. '64 


SHERIDAN **1 + 


CSA 

JOHNSTON (1) At start 
JACKSON *1 Jan. '62 
STUART "TE Mar. '62 
LEE 1 Apr. '62 
LONGSTREET *(1) May '62 
FORREST *1C Jun. '62 


ep 


THE IMPASSABLE JAMES RIVER 


They must begin the turn in 
supply and may not forage that 
turn. A cavalry leader must also 
begin the turn in the same box as 
the cavalry, they must move 


together to the same box, and the : 


cavalry leader must remain in 
that box at the end of the march. 


RESOLVING BATTLE 
ROUNDS 


1. Unless fired upon, infantry 
may fire at enemy cavalry until 
all enemy infantry pieces have 


been fired on at least once. 
Infantry may even ignore enemy 
cavalry (even if fired upon by 
enemy cavalry pieces during the 
previous half-round of battle) in 
order to concentrate fire on 
opposing infantry pieces. This is 
the only instance where all enemy 
pieces committed to a battle do not 
have to be fired upon at least once 
before “ganging up” on some of 
them. 


2. Cavalry may not fire at 
enemy infantry pieces until all 
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enemy cavalry pieces have been CRUS 
fired on at least once. Cavalry ^ - . 
may not fire on enemy cavalry — 
pieces more than once until all 
enemy infantry pieces have been 
fired on at least once. Cavalry is 
not, however, required to fire on 
enemy infantry pieces. In this 
case, a player may voluntarily 
decline to fire some or all of his 
cavalry to avoid engaging 
opposing infantry. This is the only 
instance where pieces committed 
to battle do not have to fire. 


3. In short, infantry cannot 
fire at enemy cavalry while 
ignoring enemy infantry, cavalry 
cannot fire on infantry until it has 
81 least engaged the enemy's 
cavalry, infantry can concentrate 
on infantry (to the extent that it is 
willing to ignore enemy cavalry), 
and cavalry can concentrate on 
enemy cavalry, but only after all 
enemy infantry has been engaged. 


Example 1: Five CSA infan- 
try and one cavalry attack four 
Union infantry. In the first round, 
the Union infantry pieces fire 
once at four opposing CSA in- 
fantry pieces. The Union infantry 
may fire at the CSA cavalry piece. 
The CSA player then fires his five 
infantry, doubling up on one of the 
Union infantry pieces. The CSA 
player may hold back his cavalry 
piece, and as long as he does, the 
Union player may not fire at it 
until he has more infantry pieces 
or reinforces the battle with a 
cavalry piece. 


ULYSSES S. GRANT he 


the one Union infantry piece while 
the three cavalry fire at three of 
the four Union cavalry, leaving' 
one unfired upon. Alternately, the. 
CSA player could (and must) fire 
one infantry at the Union infantry 
piece; then, with his remaining 
two infantry and three cavalry 
pieces, fire at the four Union 
cavalry pieces, doubling up on one 
of them. 

The Union player must than 
fire his infantry piece (if, of course, 
it survived) at one of the CSA 
infantry pieces, three cavalry at 
three cavalry, and either withhold 
his fourth cavalry piece (though 
there would be little reason to do 
so) or fire it at the second CSA 
infantry piece. The fourth cavalry 
piece could not double up on one of 
the CSA cavalry pieces (as it had 
during the first round). 


Example 2: One Union in- 
fantry and four cavalry attack 
three CSA cavalry. The CSA 
player opts not to withdraw before 
battle. 

In the first round, the three 
CSA cavalry must fire at three 
Union cavalry. The Union player 
then fires all five of his pieces 
however he chooses provided that 
he fires on each CSA piece at least 
once. Assume all CSA pieces 
survive the round. 

The CSA player reonforces the 
battle with three infantry pieces. 
During the second round, all three 
CSA infantry pieces could fire on 
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LEADERS 


1. Referring to chart 4.0 
leaders arrive on the turns shown 


F during their respective players’ 


recruiting phases. They may be 
placed, like recruited militia, in 
any friendly recruiting city. 
Johnston begins the game in 
Manassas. 


2. Leaders may move up to ten 
boxes per turn. Leaders not 
moving with infantry or cavalry 
pieces may enter only friendly 
boxes and cannot be left in neutral 
or unfriendly boxes. Leaders’ 
moves do not count as marches. 
Exception: the Union player 
must expend one march to move 
McClellan (hence the minus on his 
piece). 


3. Subject to the following 
limitations, a leader increases by 
one the combat value of friendly 
pieces in the same box: 

a. Forrest and Stuart modify 
only cavalry pieces. All other 
leaders except Sheridan, modify 
only infantry pieces. Sheridan can 
modify both infantry and cavalry 
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» 
ROBERT E. LEE 
pieces (hence the plus on his 


piece). 

b. Asterisked leaders (corps 
commanders) may modify only up 
to three pieces during a round of 
combat. Exception: Sheridan 
may modify up to six pieces (hence 
the two asterisks). Asterisked 
leaders may combine with non- 
asterisked leaders (army com- 
manders) to increase by two the 
combat value of friendly pieces in 
the same box. 

c. McClellan, Thomas, John- 
ston, and Longstreet increase the 
combat value of their respective 
pieces only in battles initiated by 
the opposing player (hence the 
parentheses on their counters). 

d. Lee can only modify battles 
in the East, i.c., in boxes in NY, 
NJ, PA, OH, MD, MV, VA, NC, 
and SC. 


h 


is 
Me 


e. Grant may not modify 


“battles in the East until the turn 


after Vicksburg is captured by the 
Union player, or the turn after 
McClellan is removed from the 
game as a casualty, or the Jan. 
1894 turn. CSA recapture of 
Vicksburg does not reinstate this 


restriction. 


f. Farragut can only modify 
battles in CSA port boxes, Fort 
Monroe, and Pensacola. 

g. Neither Forrest nor Stuart 
may modify a battle if they occupy 
the same box. 

h. Sherman and Thomas 
become army commanders at the 
beginning of the October '63 turn, 
i.e., they notionally lose their 
asterisks. 

Example: Jackson can modify 
only three pieces even if seven 
CSA pieces were engaged in com- 
bat in the same box. If Longstreet 
were also in the same box, he 
could modify the combat value for 
three of the remaining four CSA 
pieces (provided the battle had 
been initiated by the Union 
player). Jackson and Longstreet 
could not combine to give three 
pieces a (+ 2) modifier. If Lee were 
also in the box, six pieces would 
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get a (4-2) modifier. If Lee were 
also in the box, six pieces would 
get a (+2) modifier, and one- 
piece only a (+1) modifier. If 
Johnston were also in the box, 
there would be no further 
modification since army comman- 
ders cannot combine with other 
army commanders. If CSA cavalry 
were in the box, their combat 
value would be modified only if a 
CSA cavalry leader were in the 
same box. 

Example: Sheridan is in the 
same box as Grant with eight 
infantry pieces and four cavalry 


| pieces. If Sheridan applied his 


modifier to only infantry pieces, 
six infantry pieces would receive a 


| b (+2) modifier, two infantry a 


(+1), and the cavalry no modifier. 
Sheridan could, instead, apply his 
modifier to some or all of the 
cavalry units with the excess 
applied to the infantry pieces. 


4. If a Union force in the same 
box as McClellan is eliminated or 
retreats and McClellan survives 
the battle (see rules 6 and 7), 
McClellan is immediately re- 
moved from play. He may re-enter 
the game two turns later during 
the Union recruiting segment. 
McClellan is permanently re- 
moved from play at the end of the 
Dec. '68 turn. 


5. Beginning with the second 
round of battle, leaders may re- 
inforce a battle from an adjacent, 
connected box. 

a. Leaders (even the attac- 
ker's) may reinforce a battle from 
a box occupied by enemy pieces 
(even if the enemy has more 
pieces). Leaders who retreat from 
battle may reinforce a subsequent 
battle (providing they survive the 
casualty die roll). More than one 
leader may reinforce a battle from 
the same box in the same round. 

b. The CSA player may 
reinforce a battle with up to three 
pieces from a box occupied by 
Jackson provided that Jackson 
accompanies the reinforcing 
pieces. 

c. The Union player must roll 
one die if McClellan attempts to 
reinforce a battle. On a roll of 1-3, 
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he may reinforce the battle; on a 
roll of 4-6, he must remain in place 
for that round. 


6. After each battle, roll two 
dice for each leader present, 
whether or not his modifier was 
used. On a roll of 12, the leader is 
killed and removed from the 
game. Exceptions: Jackson, 
Stuart, Forrest, Farragut, and 
Sheridan are removed on rolls of 


11 and 12. 


7. 11 all of a player's pieces in a 
box are eliminated (combat only, 
not supply), that player's leader(s) 
subtract one from their casualty 
die roll. Any surviving leaders 
must retreat to a friendly box. If 
only unfriendly or neutral boxes 
are avallable, the leaders are 
captured and removed from play 
for the remainder of the game. 


A BIG GUN AT FORT McALLISTER 


8. Leader(s) alone in a box are 
captured if the opposing player: 
enters the box with at least one 
infantry or cavalry piece. 


FIRE& MÜVEMENT 


CHARLES S. ROBERTS 
—— ——— Awartis —  — 


This is the Official Awards Ballot for the Fire & Movement + Charles S. Roberts Awards for calendar year 1987. Please 
circle your final selections below and return your signed ballot as soon as possible. Five nominees appear in each category (except in 
categories where there was a tie vote). The nominees were selected by the readers of a number of fine hobby magazines (publications 
which graciously published our "open ballot" to the Hobby -- for their continued support and help, thank you.) 


(Please circle one title per category.) 
Best Pre-WWII Board Wargame 


Abensberg/Eckmuehl (3W) 

Britannia (TAHGC) 

La Bataille de Espagnol-Talavera 
(Clash of Arms) 

La Grande Armee (TSR/SPI) 

Shogun (MB) 

Shot & Shell (3W) 


Best WWII Board Wargame 


Battle for Moscow (GDW) 
Kanev (3W) 

Patton Goes to War (3W) 
Raid on St. Nazaire (TAHGC) 
Scorched Earth (GDW) 


Best Post-WWII Board Wargame 


Central America (VGC) 
Drive on Frankfurt (CA/PRP) 
Korea: The Mobile War (3W) 
7th Fleet (VGC) 

Team Yankee (GDW) 


Best Pre-20th Century 
Computer Wargame 


Borodino: 1812 (KS) 

Pirates! (MPS) 

Rebel Charge at Chickamauga 
(SSI) 

Shiloh: Grant's Trial in the West 
(SSI) 

Sons of Liberty (551) 


Best 20th Century 
Computer Wargame 


Airborne Ranger (MPS) 

Battle Cruiser (551) 

Halls of Montezuma (SSG) 
Long Lance (SimCan) 
PanzerStrike! (SSI) 

Project: Stealth Fighter (MPS) 


Best Professional 
Wargame Magazine 


BattlePlan (DTI) 
CounterAttack (PRP) 
Fire & Movement (DTI) 
The General (TAHGC) 
Strategy & Tactics (3W) 
The Wargamer (3W) 


Best Amateur 
Wargame Magazine 


The Broadside 

Canadian Wargamers Journal 
E.T.O. : Europa Newsletter 
On All Fronts 

The Strategist 

Volunteers 


Best Game Review/ 
Design Analysis/ Play Analysis 


Central America (F&M) 
Raid on St. Nazaire (TW) 
Rebel Sabres (TW) 
Russia (F&M) 
Squad Leader Series: 

10 Years After (F&M) 


Best Historical/Opinion/Variant - 
Scenario/Interview Article 


Aesthetics, Function & History in 
. Wargame Graphics (TW) 
Axis & Allies (BP) 
Craig Taylor: Interview (F&M) 
Revolution Against the 
Revolution (TG) 
Role Simulators (F&M) 


Best Wargame Graphics 


Kanev (3W) 

Moscow 1941 (TSR/SPI) 

Raid on St. Nazaire (TAHGC) 

RBM Graphics & Design Studio 
(Body of work in'88) 

Scorched Earth (GDW) 


FINAL BALLOT 
LEGEND: 
BP -- BattlePlan Magazine 
CA -- CounterAttack Magazine 
DTI -- Diverse Talents Inc. 
F&M -- Fire & Movement Magazine 
KS -- Krentek Software 
GDW -- Game Designers' Workshop 
MB -- Milton Bradley Game Co. 
MPS -- MicroProse Software 
PRP -- Pacific Rim Publishing 
TAHGC -- The Avalon Hill Game Co. 
3W -- World Wide Wargames/Strategy & 
Tactics Magazine 
SimCan -- Simulations Canada 
SSG -- Strategic Studies Group 
SSI - Strategic Simulations Inc. 
TG - The General Magazine 
TW -- The Wargamer Magazine 
VGC -- Victory Game Co. 


The Fire & Movement « Charles S. Roberts Awards are dedicated to recognizing the efforts and achievements of those in- 
volved in the historical, conflict simulation hobby and industry. Please sign and return your ballot to: (PhotoCopy is acceptable) 


Rodger B. MacGowan, F&M+CSR Awards Chairman 


2210 Wilshire Blvd., Suite 239 
Santa Monica, CA 90403 USA 


Signature 


Date 


Print Name 
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THE WILDERNESS 


OF MIRRORS 


by 
James H. McQuaid 


A Campaign Level scenario using the Intervention Game 
and Optional Rules. 


Background: Following the 
failure of the Central American 
peace plan, the Sandinista 
national dictatorship announced a 
course of radical militarization 
through an unprecedented and 
coerced mobilization (one in five 
people are drafted). Misled about 
FSLN intentions by a false defec- 
tor, the United States' govern- 
ment reacts mildly as enemy 
preparations for war are realized 
ungindered. The actual goal of 
the EPS High Command: region- 
al, then continental, military con- 
quest. In Washington, D.C., 
military assistance for the 
Contras was rejected (as Congress 
sought to avoid provoking the 
FSLN), but on the frontiers of 
Nicaragua, some resistance held 
out. Unconfirmable to the 
debilitated U.S. counterintelli- 
gence community, the Commun- 
ists have a high ranking mole in 
place in the U.S. government's 
executive branch. On the eve of 
The Aggression, satellite images 
reveal the invasion, but the 
President is concerned to build 
politica! consensus around Ameri- 
ca's eventual response - a declara- 
tion of war. The U.S. begins an 
emergency airlift to the Allies. 


Scenario Length: Variable (see 
special rules). 


A Campaign Level scenario 
using the Intervention Game 
and Optional Rules. 


ALLIED ORDER OF BATTLE: Hex 0311 (Sonsonate): 
GUATEMALA: 1 x 1-1-4 artillery ii 


Hex 0312 (Acajutla): 


Freely deployed in Guatemala: 1 x 1-14 (11) infantry battal- 


2 x 1-2-4 infantry battalion T 
1x A-37 


Hex 0410 (Santa Ana): 


ELSALVADOR: 1 x 2-24 (2) infantuy brigade 


Hex 0310 (Chalchuapa): 
1 x 1-14 (8) infantry battalion 


CENT 


ታጋ 
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eon | 


Hex 0509 (Metapan): 
1 x 1-1-4 (SOG4) special forces 
company 
1 x 1-2-4 (Cob4) infantry 
battalion 


Hex 0512 (Nueva San Salva- 
dor): 

1 x 2-2-4 (Atn) parachute 
infantry battalion 

1 x 2-1-8 (Cav) armored 
cavalry regiment 

1 x 1-1-4 anti-aircraft 
battalion | 

1 x attack helicopter battalion 

1 x transport helicopter 
battalion 


Hex 0611 (San Salvador): 

1 x 2-2-4 (1) infantry brigade 

] x 1-1-4 (TP) infantry battal- 
lon 


Deployed into one or more air 
groups: 

3 x AC-47 

2 x A-37 

1 x Ouragon 

1x C-47 

1 x (CMA) C-123 


Hex 0712 (Cojutepeque): 
] x 1-1-4 (1/5) infantry battal- 
ion | 


Hex 0713 (Zacatecoluca): 
1 x 1-2-4 (RR) infantry battal- 
lon 


Hex 0810 (Chalatenango): 

1 x 1-2-4 (Cay 4) infantry 
battalion 

1 x 1-1-4 artillery battalion 


Hex 0811 (Ilobasco): 
1 x 1-2-4 (Bel) infantry battal- 
ion 


Hex 0812 (San Vicente): 
1 x 2-2-4 (5) infantry brigade 
1 x 1-2-4 engineers battalion 


Hex 0911 (Sensuntepeque): 
1 x 1-2-4 (ARCE) insurgency 
infantry battalion 


Hex 1013 (Usulutan): 

1 x 1-2-4 (BIM) insurgency 
naval infantry battalion 

1 x 2-1-4 (6) infantry brigade 


Hex 1113 (San Miguel): 
1 x 2-2-4 (3) infantry brigade 
1 x 1-1-4 artillery battalion 


Hex 1212 (San Francisco Go- 
tera): 

1 x 1-2-4 (Atl) infantry 
battalion 


Hex 1312 (Santa Rosa de Lima): 
1 x 2-1-4 (NG) infantry 
regiment 


Hex 1314 (La Union): 
1 x 1-1-4 (INC) special forces 
company 


HONDURAS: 
Hex 1203 (San Pedro Sula): 
1 x 1-1-4 artillery battalion 


Hex 1404 (El Progresso): 
1 x 1-2-3 engineers battalion 


Hex 1508 (Palmerola-Comaya- 
gua): 

1 x non-mobile anti-aircraft 
battalion 


Hex 1710 (Tegucigalpa): 

1 x 2-3-4 (1G) infantry 
regiment 

1 x 1-2-4 (CES) infantry 
battalion 

1 x 1-1-4 artillery battalion 

1 x non-mobile anti-aircraft 
battalion 


- 
Hex 1902: 

1 x Kfir 
Hex 2406 (Catacamas): 


1 x 1-2-4 (4) infantry battalion 


freely deployed within Hon- 
duras: 

2 x 2-3-4 (2Tac, 9Tac) infantry 
regiment 

4 x 1-2-4 (3, 7, 10, 11) infantry 
battalion 

2 x 1-2-4 (CES) infantry 
battalion 

1 x 2-2-8 (6Cen) mechanized 
infantry battalion 

1 x 1-1-4 (Rgr) special forces 
battalion 


Deployed into one or more air 
groups: 

5 x A-37 

3 x AC-47 

2 x B-26 

] x F-5 

1 x C-47 


ISRAEL: 
Hex 1902: 

1 x 1-2-4 (Mossad) special 
forces company 


NICARAGUAN 
DEMOCRATIC 
FORCES (FDN): 


Hex 2410 (Las Vegas): 

] x entrenchment 

2 x 1-2-4 (Leagion, CIM) 
infan-try battalion _ 

1 x 1-1-4 (COE) special forces 
battalion (deployed with step loss) 

1 x transport helicopter com- 
pany 
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Hex 3107 (Rus Rus): 

1 x 1-2-4 (Salz) insurgency 
infantry battalion 

2 x 1-1-4 (Panc, KISAN) in- 
surgency infantry battalion 

1 x C-47 


Hex 3611 (Carata): 
2 x 1-1-4 (Miskito Indian) in- 
fantry battalion 


DEMOCRATIC 
REVOLUTIONARY 
ALLIANCE (ARDE): 


Hex 2825 (Upala): 

1 x 1-1-4 (CON) infantry 
battalion 

1 x 0-1-4 (Rama Indian) 
infantry battalion (deployed with 
step loss) | 


COSTA RICA: 
Hex 2727 (Liberia): 
1 x 1-2-4 (CvGd) infantry 
battalion 
1] x 1-1-4 (RIGd) infantry com- 
pany 


UNITED STATES OF 
AMERICA: 


Central Intelligence Agency 
(CIA): 
Hex 1414 (Tiger Island): 

1 x entrenchment 

1 x 1-2-6 EW/engineers battal- 
ion 

1 x attack/transport helicopter 
battalion 

1 x non-mobile anti-aircraft 
battalion 


Hex 2005 (La Union): 

1 x entrenchment 

1 x 1-2-6 EW/engineers 
battalion ' 

1 x attack/transport helicopter 
battalion 


SAMPLE GROUND UNIT 


(Back) 


Step Loss 
Indication 


1 x 1-1-4 anti-aircraft battal- 
ion 
Freely deployed in El Salvador 
or Honduras: 

1 x EC-135 (EW) 


U.S. Army: 
Hex 1508 (Palmerola-Comaya- 
gua): 

1 x 1-2-4 (224MI) infantry bat- 
talion 

1 x 1-2-4 (SC) engineers bat- 
talion 


Allied additional Information: 

Insurgency Command Points: 
6 

Allied Reorganization Points: 
22 

U.S. Reorganization Points: 4 

Supply Depots Available: 6 
Optional Rules: 

Resource Points: 16 


ALLIED REINFORCEMENTS: 


GAME TURN 10 


The United States Congress 
formally declares war on Cuba 
and Nicaragua. 


UNITED STATES OF 
AMERICA; 


U.S. Army: 


Available to enter from south 
map edge via Transport Strike 
mission (during Air Mission 
Phase): 

1 x (SC) transport helicopter 
battalion 

1 x (193) transport helicopter 
company 

1 x 1-1-4 (114) 193rd 
parachute infantry company 

2 x 1-2-4 (1/187, 2/187) 193rd 
infantry battalion 


Insurgency 
Indicator 


Attack Value 


Available to enter from north 
map edge via Transport Strike 
mission (during Air Mission 
Phase): 


3 x 2-3-4 (1/75, 2/75, 3/75) 
special forces battalion 

3 x 2-3-4 (1/7, 2/7, 3/7) special 
forces battalion 

1 x (SF) transport helicopter 
battalion 


U.S. Air Force: 
Deployed in the B-52 Holding | 
Box during the Reinforcement 
Phase: 

4 x 8-52 


Available to enter from north 
map edge via Transport Strike 
mission (during Air Mission 
Phase): 

1 x E-3 (AWACS) 


Available to enter from north 
map edge via Transport Strike 
mission (during Air Mission 
Phase): 

4 x C-130 

2x C-141 

3 x O-2 (EW) 

5x F-15 

5x F-16 

3 x A-10 

2 x AC-130 

1 x EF-111 (EW) 


U.S. Navy: 
Deployed in the Pacific Hol- 
ding Box during the Reinforce- 
ment Phase: 
CV I: 

1 x EA-6 (EW) 

2 x F-14 

25-18 

1x A-6 


SAMPLE INSURGENCY UNIT 


(Front) 


Nationality 


Movement 
Allowance 
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Deployed in an AWACS Detect 
Box during the Reinforcement 
Phase: 

] x E-2(AWACS) 


Allied Additional Information: 

Insurgency Command Points: 
16 

U.S. Reorganization Points: 
56 

Supply Depots Available: 6 

U.S. Night Naval Bombard- 
ment: 26 

U.S. Tactical Bombardment 
Points: 22 | 

U.S. Standoff Air Attacks: 19 


Optional Rules: 
U.S. incendiary bombs: 21 
U.S. smart bombs: 5 
U.S. cluster bombs: 11 


GAME TURN 12 


U.S. Army: 
Available to enter from north 
map edge via Transport Strike 
mission (during Air Mission 
Phase): 

9 x 2-2-4 82nd Airborne 
infantry battalion 

1 x 2-1-8 82nd Airborne tank 
battalion 

1 x 2-1-4 82nd Airborne anti- 
aircraft battalion 

1 x 82nd Airborne engineers 
battalion 

3 x 1-1-4 82nd Airborne artil- 
lery battalion 

2 x 82nd Air Supply 


U.S. Navy: 


Deployed in the Pacific Hol-. 


ding Box during the Reinforce- 
ment Phase: 
CV 2: 

1 x EA-6 (EW) 

2 x F-14 

2 x F-18 

1 x A-6 


Deployed in an AWACS Detect 
Box during the Reinforcement 
Phase: 

1 x E-2(AWACS) 


U.S. Marine Corps: 

Deployed in the Pacific Hol- 
ding Box during the Reinforce- 
ment Phase: 


1 x 2-2-5 1st Marines (1Rec) 
special forces battalion 

6 x 3-2-4 1st Marines (1/1, 2/1, 
3/1, 1/5, 2/5, 3/5) infantry bat- 
talion 

2 x 3-2-8 1st Marines (1, 5) 
tank battalion 

2 x 2-2-4 1st Marines (1, 5) 
engineers battalion 

2 x 1-1-4 MAF artillery battal- 
ion 

2 x 2-2-8 MAF anti-tank 
battalion 

2 x 0-1-7 MAF SAM battalion 

2 x USMC Beachhead 

3 x MAF transport helicopter 
battalion 

1 x MAF attack helicopter 
battalion 

4 x AV- 


Available to enter from north 


map edge via Transport Strike 
mission (during the Air Mission 
Phase): 

2x F-4 

2 x A-6 

1x F-18 

1 x F-4 (EW) 


GAME TURN 14 


U.S. Navy: 
Deployed in the Caribbean 
Holding Box during the 
Reinforcement Phase: 
CV 3: 

3 x F-18 

1 x A-6 

1 x EA-6 (EW) 


GAME TURN 15 


U.S. Army: 
Available to enter from west 
map edge (over Guatemala) via 
Transport Strike mission (dur- 
ing Air Mission Phase): 

2 x 6th Air Cavalry attack 
helicopter battalion 

1 x 6th Air Cavalry transport 
helicopter battalion 

1 x 6th Air Cavalry 2-2-4 
cavalry battalion 


Available to enter from west 
map edge (over Guatemala) via 


ሀ use | QJ , USAF 0"J" Rated 
ر‎ ጋዳ Air Unit 
عو‎ ^U | 50” U 
US Carrier- 
Based Air 
Unit 
M !' للا‎ US AV-SB 
3 3 
2A 2 12 14 1 12 
8 M Transport 
| Air Unit 
Qu vsar EW Air Unit 
መደ” (electronic 
0 =ህ warfare) 
ኛን AWACS Units 
0 US Air Force 
c3 E-3 AWACS 
US Navy 
፦ E-2 AWACS 


Transport Strike mission (dur- 
ing Air Mission Phase): 

6 x 3-2-8 1st Cavalry tank 
battalion 

4 x 2-3-8 1st Cavalry mec- 
hanized infantry battalion 

1 x 3-2-8 1st Cavalry armored 
cavalry battalion 

1 x 2-1-7 1st Cavalry anti- 
aircraft battalion 

3 x 2-2-7 Ist Cavalry self- 
propelled artillery battalion 

1 x 2-2-6 Ist Cavalry engin- 
eers battalion 

1 x 4-3-6 1st Cavalry MLRS 
battalion 


Note: The U.S. 9th Infantry 
Division has been deployed in the 
Caribbean islands to guard 
against Cuban invasion (and is 
therefore unavailable). 


Allied Additional Information: 
Allied Reorganization Points: 
5 
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CIA EW! 
Engineers 


Artillery 
(towed) 


Mobile AA 
| (anti-aircraft) 


| US MLRS 
| (multiple launch 
rocket system) 


(1) CMA Special 
^ | መ2”> | Forces 


Marine/Naval 
Special 
Forces 


VARIABLE ALLIED REIN- 
FORCEMENTS: 


GAME TURN 16 


or the turn in which Guate- 
mala is invaded or attacked 
(whichever comes first): Mexico 
and Guatemala declare war on 
Nicaragua. . 


MEXICO: 
Available to enter any west 
map edge hex in Guatemala 
(during Regular Groind Unit 
Movement Phase): 
2 x 2-3-4 infantry brigade 


CUBA: 
Freely deployed within Nicara- 
gua: 

2 x 3-2-8 tank battalion 

3 x 2-3-8 mechanized infantry 
battalion 

1 x 4-4-4 parachute infantry 
brigade 

2 x 3-4-4 naval infantry regi- 
ment 

1 x 3-4-4 infantry regiment 

1 x 2-3-4 infantry regiment 

2 x 1-2-3 engineers brigade 
Deployed into one or more air 
groups: 

. 2xan-12 (EW) 


3 x MiG-21 
7 x MiG-23 


POPULAR FRONT FOR THE 
LIBERATION OF 
PALESTINE (PFLP): 
Freely deployed in Nicaragua: 

1 x 1-1-4 infantry battalion 


LIBYA: 
Freely deployed in Nicaragua: 
1 x 1-1-4 infantry battalion 


M-19: 
Freely deployed in Nicaragua: 

1 x 1-1-4 insurgency infantry 
battalion 


COMMUNIST 


INTERNATIONAL: 
Freely deployed in Nicaragua: 
1 x 2-2-4 infantry brigade 


REVOLUTIONARY 
MOVEMENT OF HONDURAS 
(MRH): 
Deployed in Nicaragua within 
two hexes of the Honduran 
border: 

1 x 1-1-4 insurgency infantry 
battalion 


PEOPLE’S 
REVOLUTIONARY 
MOVEMENT (MRP): 
Deployed in Nicaragua within 
two hexes of the Costa Rican 
border: 

1 x 1-1-4 (PVP) insurgency 
infantry battalion 


FARABUNDO MARTI 
NATIONAL LIBERATION 
FRONT (FMLN): 
Hex 0709: 

1 x ERP entrenchment 

4 x 1-1-4 (ERP) insurgency 
infantry battalion 


Hex 1311 (Lislipue): 

1 x entrenchment 

4 x 1-2-4 (FPL, FARN) insur- 
gency infantry battalion 0 


Available Insurgency Units: 

4 x 1-1-4 (ERP, FAC, PCS, 
PRTC) insurgency infantry bat- 
talion 


UNIDENTIFIED FORCES 
(SOVIET UNION): 
Freely deployed in Nicaragua: 
1 x 1-2-4 engineers regiment 
1 x VDV 1-1-4 (Des) special 
forces campany 


Deployed into two FSLN air 
groups: 

1 x 11-18 (EW) 

1 x 11-14 (EW) 


NICARAGUA: 


Hex 1818 (Leon): 
1 x non-mobile SAM 


Hex 1919 (Puerto Sandino): 
1 x non-mobile AA 


Hex 2115 (Esteli): 
1 x non-moble AA 


Hex 2120 (Managua): 
1 x FSLN Government 
1x FSLN Treasury 


Hex 2218 (Punta Huete-San 
Benito): 

1 x fortification 

1 x non-mobile SAM 


Hex 2219 (Tipitapa): 
1 x non-mobile SAM 


Hex 2220 (Masaya): 
1 x non-mobile AA 


Hex 3420 (Bluefieods): 
1 x non-mobile AA 


Hex 3710 (Puerto Cabezas): 
1 x non-mobile AA 


Freely deployed in Nicaragua: 

5 x 3-3-8 tank regiment 

2 5 2-2-7 anti-tank regiment 

3 x 2-3-8 mechanized infantry 
brigade 

6 x 3-4-4 infantry brigade 

9 x 3-3-4 infantry brigade 

12 x 2-3-4 infantry brigade 

6 x 2-3-4 (TPF) infantry 
brigade | 

7 x 2-3-3 infantry brigade 

10 x 2-3-3 (MPS) infantry 
brigade 

1 x 2-2-4 parachute infantry 
battalion 
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2x 1-2-3 engineers battalion 

5 x 1-1-4 anti-aircraft 
battalion 

2 x 1-1-4 artillery battalion 

] x 2-2-4 (SB) special forces 
battalion 

] x 1-2-4 (CODE) insurgency 
infantry battalion 

8 x 0-2-0 (CDS) urban infantry 
battalion 

3 x 0-1-8 logistic supply unit 

4 x attack helicopter battalion 

2 x transport helicopter 
battalion 
Freely deployed into air 
groups: 

1 x A-33 

1 x SF-260 

] x P-61 

1 x T-28D 

1 x F-51D 

1x Y-18 

2 x Y-28 

2 x Y-28C 

3 x L-39z 

5 x MiG-19 

5 x MiG-21 

2 x S-24 

3 x An-12 (EW) 

1 x [1-76 

1 x C-47 

1 x An-2 


Available Insurgency Units: 
8 x 1-1-4 insurgency infantry 
battalion 


Communist Additional Infor- 
mation: 

Insurgency Command Points: 
56 

FSLN Reorganization Points: 
95 

Communist Reorganization 
Points: 16 

Supply Depots Available; 5 

Hidden Supply Points: 4 


Optional Rules: 

Resource Points: 9 

Persistent Chemical Wea- 
pons: 4 

Non-persistent Chemical 
Weapons: 8 


SPECIAL RULES: 
1. Variable Allied Reinforce- 
ments. Guatemala and Mexico 


are neutral until Guatemala is 
invaded or attacked by Commun- 
ist units or until game turn 16 
(whichever comes first). Mexican 
units are eligible to enter the map 
as soon as Guatemala is invaded 
or attacked by Communist units. 
Allied units may enter Guatemala 


while it is neutral. | 


2. Neutrality. Costa Rica is 
neutral until it is invaded or 
attacked. ARDE units are the 
only Allied ground units which 
may enter Costa Rica while it is 
neutral. Allied air and helicopter 
units may overfly Costa Rica 
while it is neutral. 


3. The Cuban Mechanized 
Brigade. The Communist player 
should disregard the provisions of 
16.5 (because the brigade 18 
already deployed). 


4. U.S. Congressional Restric- 
tions. Air missions which include 
U.S. air units may not use more 
than two bombardment points in a 
close air support mission in a hex 
containing an Allied city. 


5. Minority Group Extermina- 
tions. The Communist player 
must (during the course of the 
scenario) have at least one ground 
unit end movement for a game 
turn in each of the following 
Miskito Indian villages: 3213 
(Alamikamba), 3313 (limbaika), 


. 3314 (Makantaca), 3315 (La Cruz 


de Rio Grande). 3316 (Nuevo 
Amanecer), 3516 (Cara), 3611 
(Carata), 3612 (Wounta), 3615 
(Rio Grande) and 3707 (Bismuna 
Tara). Upon ending the Regular 
Ground Unit Movement Phase in 
such a hex, the Communist player 
places a blank counter in the hex. 
For each village not so occupied by 
the completion of the scenario, the 
Communist player loses one 
victory point. 


6. Communist Agent in U.S. 
Executive Branch. The Allied 
player must warn the Communist 
player of the first (only) am- 
phibious assault by the U.S.M.C. 
al least three game turns in 
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advance. The hex to be assaulted 
and the game turn of the assault 
must be revealed. The U.S. player 
must move at least three Marine 
Ground units into the hex if the 
assault is successful. The units 
which assaulted may not be with- 
drawn to the Pacific Holding Box 
until the turn following the am- 
phibious assault. 


7. Honduran-Salvadoran Com- 
mand Friction. Salvadoran gov- 
ernment units may not move into 
Honduras until after Tegucigal- 
pa has been captured by Commu- 
nist units. Honduran units may 
not move into El Salvador. Units 
retreated across the border must 
later move out (when sound). 


8. The FSLN Government and 
Treasury. The FSLN Govern- 
ment and Treasury markers move 
like regular ground units or they 
can be transported by air. Each 
marker has a load point cost of 1. 
Each marker has an attack value 
of 0 and a defense value of 1; it can 
contribute its defense value only 
when stacked with other Commu- 
nist ground units. If a marker is 
ever alone in a hex with Allied 
ground units, it is captured 
(Allied units may enter the same 
hex if there are no other Com- 
munist units in the hex). If the 
marker suffers a step loss from 
ground combat, it is considered 
captured by the Allied player. 
The markers may not be attacked 
by Allied Bombardment Strike 
missions. The markers do not 
count toward stacking limits in a 
hex. 
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9. Scenario Length. The scen- 
ario ends when the Communist 
player is able to surrender, when 
all Communist units have been 
destroyed or when a U.S. strategic 
withdraw! has occured. A U.S. 
Strategic Withdrawl occurs if, af- 
ter game turn 16, seven consecu- 
tive turns pass without an Allied 
unit spending a game turn in a 
land hex on the map. The Com- 
munist player may not surrender 
without Allied approval. 


10. Initial Deployment. The 
Allies set up first, the Com- 
munists set up last. 


VICTORY EVALUATION: 
Only one side can win the war, but 
both players may lose the game. 
Each player records victory point 
levels throughout the course of the 
scenario according to the follow- 
ing schedule: 


As America’s greatest spy, 
James Jesus Angleton, once 
observed, “This business is a wil- 
derness of mirrors." In creating a 
scenario bearing that maxim (in 
December 1987), 1 sought to 
capture the impact that enemy 
intelligence activity within the 
U.S. hovernment will have on U.S. 
military operations against 
Nicaragua. Thus, I was not 
entirely surprised when it was re- 
vealed before the Senate Foriegn’ 
Relations Subcommittee on Nar- 
cotics (in February 1988) that the 
Communists had been tipped off 
just prior to the U.S.’s rescue of 
students and the simultaneous 
Operation Urgent Fury on Gre- 
nada. 


You'll note that I didn't specify 
that the impact would necessarily 
be adverse. In all probability the 
consequences of a highly placed 
Communist intelli-gence agent in 
the U.S. executive braneh would 
be devastating. Everything from 
grand strategy to operational 
details could be made available to 
an enemy eager to anticipate and 
frustrate our next move; the 


theatre initiative, and eventually 
the war, could be lost. I recognize 
that optimism is no substitute for 
objective evalu-ation. 


I can already hear the U.S.. 


player advocate muttering that 
the FSLN regime would be no less 
penetrated than the U.S. 
government and that special rule 
#6 serves to circumvent the effect 
of the application of strategy, but 
lets reconsider...First, in Nica- 
ragua, Tomas Borge com-mands 
unresiricted intelligence assets, 
including a criminal operations 
department (F-6 of Nicaraguan 
State Security). Hence, anti- 
government individuals are more 
likely to flee Nicaragua. Contras- 
tingly, in the United States the 
Central Intelligence Agency is 
prohibited from Acting and 
counterintelligence is no longer a 
career specialy within the C.I.A. 
Moreover, the more directed, cen- 
tralized decision making proces of 
the FSLN regime gives it greater 
flexibility in responding to hot, 
new data. The nature of the policy 
making process in the United 
States is, on the other hand, 
generally dispersed and, there- 
fore, less likely to take timely 
afvantage of an intelligence coup. 
Second, the practical application 
of competing strategies remains 
sound, but the environment in 
which strategy is applied is 
different. For example, in play- 
tests with my group, we found 
that such a rule could in fact be 
truned around against the EPS 
(San-dinista Popular Army). Ob- 
viously, the invasion site and time 
should be such that the more the 
FSLN player knows about it, the 
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worse off FSLN war planning is. 
This can be realized by the U.S. 
player by a U.S.M.C. amphibious 
assault at Puerto Sandino, while 
EPS forces remain in Honduras in 
strength. The port can be quickly 
taken and its valuable airport 
soon employed. Powerful air 
strikes can be concentrated 
against hexes adjacent to Puerto 
Sandino and, relatedly, the FSLN 
player will be bound to defend the 
nearby (poorly defensible) areas - 
or risk giving his northern army’s 
supply lines imperiled. Most im- 
portantly in reality, however, the 
Sandinista movement will be 
psychologically and politically 
committed to recapturing the port. 
Thus, the Sandinistas will be 
compelled to concentrate their 
forces where they can be smashed 
before the critical and bitter city 
fights begin. 


The fact of the matter is that 
special rule #6 is far kinder to the 
U.S. player than is warranted. 
Note that it only applies to the 
first amphibious assault. This 
means that supermole is appre- 
hended or isolated following his 
first signifcant success for the 
enemy in this war; this assum- 
ption, of course, is less than likely. 
Also, not to be overlooked is the 
fact that the U.S. player can 
easily circumvent the effect of the 
rule by simply conducting a 
heavy, temporal raid at a site on 
the on the periphery of deployed 
EPS strength. Then, later, 


conduct the main assault 
somewhere else. 
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In working with a current 
events war, a designer is no less, 
and probably more, concerned 
with historicity than when 
evaluating one of the past. In an 
atmosphere of controversy, it pays 
to maintain an even keel and 
adhere closely to a path of sound 
analysis. Special rule #6 retains 
complete historicity; for it was in 
October 1983 about 2 1/2 to 3 
hours before the Grenada rescue 
mission that Vice President 
George Bush (according to 
defector and former Panamanian 
Consul General Jose Blandon) 
telephoned General Noriega, 
asking him to "warn" Fidel 
Castro that the invasion was 
imminent. This the Panamaians 
did, immediately informing 
Cuban intelligence in Panama 
and Castro in Havana. ለ8 
Blandon testified about what they 
knew before the call, " The only 
thing we didn't know was the 
time." The impropriety of this 
action is brought home when you 
see the faces of the wounded or 
when you consider that the Delta 
Force was shattered. How many 
wounds directly resulted from 
being deprived of even the 


Slightest element of surprise? 


The impact is hard to guage, 
but Chris Dobson (a veteran 
London newspaper reporter and 
intelligence commentator) once 
remarked, "Very,very little is 
hidden except what's in people's 
minds. Now that is hidden and 
that's why one needs people of 
high level, so that one knows what 
one's possible enemy is going to 
do. It's the old business of time 
spent on reconaissance is never 
wasted. This is what happens 
when you've got somebody who is 


actually talding and thinding, is 


geared in to the brain of the 
opposition. It's not what 
armaments that brain has got, it's 
what the brain intends to do 
because either side now can wipe 
the other side out. If you've got 1/2 
an hour's indication that the other 
side is about to do it, that's what's 


important and that's why one has 
to have very, very high level 
agents." The biggest known 
intelligence success of World War 
II (Sir John Masterman's Double 
Cross Secret), of course, sought to 
deceive the enemy about the time 
and place of our amphibious 
landings. The success of that 
effort is generally credited with 
keeping the Pangers stationed at 
Calais away from the Normandy 
beachhead during those critical 
first hours of the D-Day landings. 
Is the converse condition just as 
significant (in a negative sense)? 


Regardless, I argue that 
American fighting men and 
women should not, and can not 
afford to, expect any less from 
political authority than complete 
faith with their toil (ordered by 
that very authority). It doesn’t 
really matter who is or who isn't a 
KGB agent when the behavioral 
norm permits or requires that the 
enemy be informed of our most 
sensitive, real time secret 
decisions. If think about this sort 
of thing when you play “The 
Wilderness Of Mirrors”, I will 
have accomplished my goal. 


Jubilant Sandinistas ride into Managua’s central plaza on July 19, 1979, 
as insurrection topples Somoza and destroys National Guard. 
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"THAT DIRTY 
DOUBLE DEALING 
NUCLEAR WAR 
VARIANT THAT ONLY 
LEAVES YOU WITH 
HALF A CHANCE!" 


(A Nuclear Blast, Part ||) 


» Fiction By: 
Perrin D. Tong 


Playtested By: 
Perrin D. Tong, 
Karl Heidt, 
Kenneth J. Dork, 
Christopher R. Allison 


Game Designed By: 
Doug Malewicki 


PublishedlCopyright By: 
Flying Buffalo, Inc. 
P.O. Box 1467 
Scottsdale, AZ 85252 


[The following story you are about to 
read is true (as card games go) and 
based on actual events (as cards are 
played). These events are based on 
the Nuclear War/Esculation'" card 
games, both of which are published 
and copyright by Flying Buffalo, Inc. 
Only the names of the people and the 
places have been changed to protect 
the innocent (and the victim of such 
an embarrassing and astonishing 
course of events!). Any resemblance 
between anything in this story and 
real life as we know it is mere 
coincidence.] 


When last we left off, West 
Tongia had exchanged nuclear fire 
with East Or Elsinore. The outcome..., 
well, you know, don't you? No!? 
Didn't you read about it in Battleplan 
#3. 


Well, anyhow, East Or Elsinore no 
longer exists, but East and West 
Tongia (Tongia divided up over the 
controversy that arose because of the 
complete annihalation of East Or 
Elsinore), along with a couple of other 
countries, began a cold war shortly 
after Tongia broke up. The countries 
of Skippy-Skippy and Slyland, had 
sided with East and West Tongia while 
the countries of East Zonka, Pee Wee 
Mongolia, Dwinky and Aleckia got 
together to form their own alliance. 
But when it all started it was every 
country for themselves! 


The Time: 11:43am. 

The Date: Saturday, 29 
September 1987. 

The Place: The northern 
hemisphere of a place called Earth. 

The Situation: Everyone was 
armed to the gills but no immediate 
backup was available and the gross 
planetary population had taken an 
interesting shift and drop since East Or 
Elsinore was fried. Various spies and 
traitors were doing their best to 
undermine the enemy before a 
nuclear war started 


East Tongia environmentalists 
protest nuclear war (so what's new) 
which keeps them out of the war 
room temporarily. Meanwhile, the 
East Tongian Loyal Order of Spies grab 
a hold of a secret from E. Zonka. The 
smuggling to the homeland begins. 

East Zonka's Ambassador get's 
drunk at the UN Party. Ambarassed, 
the diplomats of Zonka begin 
patching things up to avoid starting a 
War. 


In Pee Wee Mongolia the 
president airs a long, boring speech. 
The reaction is outrageous and 2 
million people begin flocking to East 
Tongia. Meanwhile, Pee Wee Spies 
snatch a Top Secret from East Tongia 
in hopes to make up for the lost 
people. 

A tremendous melt down occurs 
in the country of Dwinky. It is 
estimated that 25 million people were 
killed. That country no longer exists! 

Earthquake in Slyland kills 10 
million people and leaves the country 
a mess. 

Skippy-Skippy Spies are on the 
loose in Pee Wee Mongolia, steal a 
Top Secret. 

West Tongia's President declares 
band on nuclear testing as a show of 
good will (and idiocracy!?). 

The blundering scientists of 
Aleckia, in attempt of creating a 
devistating biological warfare 
weapon, create a super germ that 
accidentally kills 25 million of its own 
people! 

Ten million people in Skippy- 
Skippy die from food poisoning 
epidemic. 

ነ ከ. five million people 
mysteriously disappear from East 
Zonka. The country of East Zonka no 
longer exists! 

A supervirus spreads to Pee Wee 
Mongolia killing 1 million people. 
Scientists act to combat and remove 
the virus. 

A devistating tornado rips 
through the heartland of Skippy- 
Skippy. The country of Skippy-Skippy 
no longer exists. 

Slyland spies attempt to steal 
secret information from Aleckia only 
to be caught up in a big trap! Two 
million people are embarrassed to be 
part of Slyland and migrate to Aleckia. 

Do to the influx of immigrants 
from Slyland, 10 million people leave 
Aleckia for a neutral country. 

Pee Wee Mongolia goes through 
troubled times: 2 million Beatnik 


Pacifists go to Slyland; another 5 
million go to Slyland to seek aerospace 
jobs; and yet another 2 million people 
go to Slyland when its stockmarket 
superbooms! 

Slyland scientists discover cloning 
and clone 10 million people. 


By now, only the countries of East 
Tongia, West Tongia, Slyland, Pee Wee 
Mongolia and Aleckia are at each 
others throats. 


East Tongian environmentalists 
are conducting protests. 

Pee Wee Mongolia manages to 
quarantine, capture, send and unleash 
the supervirus on West Tongia. They 
have a super serum! Pee Wee 
Mongolia | successfully uses 
propaganda to acquire 25 million 
people from Slyland. 

Aleckia successfully uses 
propaganda to gain 10 million people 
from Slyland. 

Slyland tricks Pee Wee Mongolia 
into summit talks. A venus probe spills 
radiation on Slyland, killing 1 million 
people. Successful propaganda brings 
5 million people from Pee Wee 
Mongolia. Another population 
explosion increases their numbers by 5 
million. 


East Tongia successfully uses 
propaganda to recruit 25 million 
people. Pee Wee Mongolia cannot do 
anything for their leaders are tied up 
in the summit talks with Slyland. 

West Tongia successfully uses 
propaganda to get 10 million from 
Aleckia. 

Aleckia and Slyland attempt to 
use propaganda on each other but 
simply exchange 5 million people or 
50. 


East Tongia tricks the remainder 
of Aleckia's population to their side. 
The country of Aleckia is no longer. 

Pee Wee Mongolia sneakily talks 
10 million people from Slyland to join 
their country. 

West Tongia talks 5 of those 10 


; million over to their side. 


Slyland exposes a Titan missle. 


East Tongia successfully uses 
propaganda to claim 5 million Pee 
Wee Mongolians. 

Pee Wee Mongolia tricks the 
remainder of Slyland to join their 
country as they successfully launch a 
space platform. The country of 
Slyland no longer exists. 

West Tongia successfully uses 
propaganda to gain 5 million Pee Wee 
Mongolians. 


East Tongia exposes a Minuteman 
missle. 

Pee Wee Mongolia exposes a 
Polaris and drops a 50 megger on East 
Tongia killing 20 million people. 

West Tongia attempts 
propaganda and fails. 


East Tongia launches its 
Minuteman at Pee Wee Mongolia who 
launches a Jet Interceptor. 


BATTLEPLAN #6 


NUCLEAR WAR 


Pee Wee Mongolia launches its 
Polaris as East Tongia who launches a 
Nike-Zeus Interceptor. Frustrated, Pee 
Wee Mongolia orders a 20 megger 
dropped from the space platform. 
East Tongia loses another 5 million 
people. 

West Tongia attempts to launch a 
cruise missle and fails. 


East Tongia launches a B-70 
Bomber. 

Pee Wee Mongolia exposes 
another Polaris and drops another 20 
meggers on East Tongia, they lose 
another 5 million people. 

West Tongia exposes an Atlas 
missle. 


East Tongia's B-70 Bomber begins 
its bombing run on Pee Wee Mongolia 
who launches a Sprint Interceptor. 

Pee Wee Mongolia launches its 
polaris at East Tongia who loses 2 
million people, and drops the last 10 
megger from its space platform. Its 
was a dirty bomb, East Tongia loses 
another 4 million. 

West Tongia launches its Atlas at 
Pee Wee Mongolia. Radioactive Beta 
Rays kill a total of 7 million people. 
The country of Pee Wee mongolia no 
longer exists. 


Pee Wee Mongolia's final strike 
launches an Atlas at East Tongia who 
launches and Anti-Missle Missle, and a 
Minuteman missle which kills 4 
million people. 


The counties of East and West 
Tongia realize the futility of 
continuing the war. They reunite. 


That Dirty Double Dealing 
Nuclear War Variant That 
Leaves You With Only Half a 
Chance was conducted using 
the following rules: 


1. In the beginning 
deal out double the 
amount of playing cards, 
18 per person. 


2. Deal out only half 
the amount (round 
fractions up) of 
population cards 
required for the number 
of people playing, to a 
minimum of 4 cards per 
person. 


3. Play the pre-first 
turn as normal. Play out 
any and all secrets and 
draw replacement cards. 
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NOTE: This is the only 
time during this game 
that you will replenish 
your hand. 

HINT: Use your spies 
up in this pre-turn round 
so that you can replace 
them. 

REMEMBER: Once 
turn 1 begins you can no 
longer pick up from the 
deck. The 18 cards you 
have at the beginning of 
turn 1 is all get and you 
must make due with 
what you got! 


4. |f you are really 
brave (crazy or 
otherwise!) use the Roll 
Again Special rules found 
in Battleplan #3 for your 
sick, dimented, crazed 
enloyment! 


“ROLL AGAIN SPECIAL” 


This “Roll Again Special” chart may be used when rolling dice after dropping a 
Warhead. To doso simply roll again after a seven (7) is rolled on the first chart. 


2 - You just blew up your country - TOTALLY! 

3 - Dud warhead! 

4 - You just blew up the enemy's country - TOTALLY! 

5 - Fireball and extremely high-gusty winds create devistating results: 
multiply damage by the roll of the die (1-6)! 

6 - You hit the Northern Polar Ice Cap. Quick melting, flash flooding and 
severe ocean tidal waves and disturbances destroy 1-6 million peolple of 
each player's country! 

7 - Orbital Burst! Target player loses one turn, no damage. 

8 - Your missle skipped off the atmosphere (or your B-1/B-70 skips off into 
space for good!). Your missle will reenter during the following turn, 
however, it will hit a target 1-6 place clockwise (roll a die) from your 
intended target! /f this was a warhead dropped from a space platform 
it fell on you! 

9 - You hit Antartica! Massive tidal waves and ice chunks destroy 1-6 million 
people of each country! 

10 - Dirty, Neutron Bomb creates extremely lethal doses of ultra-gamma 

radiation killing an additional 20 million people! 

11 - Dud warhead! 

12 - You just blew up the world - TOTALLY! 


BARGAIN 
CORNER 


We have a limited number of Quarterdeck Games’ 
last two releases — Rommel's War and Incredible Victory. 


Available on a first-come first-served basis for just $20.00 each (plus 15% shipping within continental US, 
25% elsewhere). Orders: Send Check, Money Order, or Visa/MasterCard number (and expiration date) 
to: 3W, P.O. BOX F, Cambria, Ca. 93428. Please include your telephone number on all orders. 


Telephone orders welcomed with Visa/MasterCard. Please call 3W (805) 927-5439. 


" THE GRENADIER . . . 


. . . İS Crisp, professional, with a direction all its own." 
— Rodger MacGowan, founder of Fire & Movement Magazine. 


. has good grounds to be the Hobby's best professional magazine." 
— Charles Vasey, writing in Military Modelling for October 1986. 


Issue 31 Issue 32 Issue 33 
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SOLITAIRE GAMING S CIVIL 
AMBUSH PACIFIC WAHR vs PACIFIC FLEET TERRIBLE SWIFT SWORD in 
RAF Air Wars —YONDER THE WILD BLUE evolution 
Stoking Your FIRE IN THE EAST British Army in WW || American Civil War Battlefields 
STALINGRAD, RUSSIAN FRONT & Optional Rules to FIRE IN THE EAST Assault: the System 
THE RUSSIAN CAMPAIGN You read it here — Figures Don't Lie The Nicholas Jurischek Awards 
Plus 11 short reviews Plus 20 short reviews Plus 13 short reviews 


Also included as regular features: John M. Astell's EUROPA NOTES, Jack Radey's 9:00, 
Bill Nichols on computer wargames, book reviews, want ads, a look at up-coming games, and much more! 


Ask for The Grenadier at your favorite Hobby or Game Store or write: 
The Grenadier Magazine, P.O. Box 23651, Oakland, CA 94623 * A six-issue subscription is $18.00 in the U.S.A. and $21.00 in Canada 


Circle Reader Service #4 


This is the Adventure! 


With the coming together of 3W and DTI (see Editorial, page 2), we are creating a hobby powerhouse in the 
west. 3W already has a reputation for publishing first class magazines on schedule, and our resources and expertise 
will now be applied to Fire & Movement, Space Gamer, and Battleplan. Over the last twelve months we have 
recreated a sense of excitement among readers of Strategy & Tactics, an excitement that recalls the halcyon days 
of SPI. We intend to do the same now for DTI’s three magazines. Additionally, we be publishing a brand new line 
of top flight war games, and a challenging line of sports games. And later this year we anticipate establishing a role 
playing division. 

We are excited about these plans, and hope you are too. You can both add to your enjoyment of the hobby, 
and support our plans, by taking out subscriptions to our magazines. We hope each and every one of you will take 
outasubscription to atleast one magazine (preferably more!). To encourage this, we are offering you subscriptions 
at a special reduced rate, for a limited period. Subscribe by September 5th and you can receive the magazines of 
your choice for little more than half the retail cost. (Existing subscribers can also take advantage of these offers). 
Enjoy. 

Important Note: As magazine publishers we have to have both a solid subscriber base and healthy retail sales. So don't forget to check 
out the wide range of magazines at your local game store. Your retailer needs support too. 


Fire & Movement 


F&M is different. It has a special place in the history of the 
hobby. Now imagine an F&M recapturing its award-winning 
quality. In-depth analysis, thoughtful pieces on design philoso- 
phy, behind-the-scenes hobby news, PLUS. ..timely reviews. 
Yes, from now on F&M will appear absolutely on time, every 
time. And we will bring you reviews and previews of games, as, 
or even a little before, they appear. 

Usual subscription: $20 for 6 issues. Special offer, $14 for 6 
issues. | 


Battleplan 
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Battleplan has already established a reputation as an exciting 
publication with a fast growing circulation. Future issues will 
include atleast one REPLAY of anew variant: a blow-by-blow 
account and analysis of how the game plays. We will be 
including variants or scenarios for every single new board 
wargame published, as well as for old favorites. And from time 
to time we will be including a special mini-game (#7 will have 
Erich Faust's Zulu War). Our aim is to make Battleplan THE 
indispensable hobby companion. (Oh yes! 111] be printed on 
decent paper too!) 

Usual subscription rate: $20 for 6 issues: Special offer $14 for 
6 issues. 


Space Gamer 


Space Gamer is to be the flagship of our role-playing division. 
As such, it is our aim to make Space Gamer the premier role- 
playing magazine in the hobby. In addition to the magazine's 
own original material, we anticipate bringing you previews-of 
many new role-playing modules. Later this year we plan to 
increase the magazine to 64 pages (yes, the price will go up), 
and introduce some unique features. Help us to create some- 
thing very special, by taking out a 6 issue subscription NOW. 
Usual subscription rate: $18 for 6 issues. Special offer $12 for 
6 issues. 


Strategy & Tactics 


What can we say about S&T that you don't already know? It's 
exciting, its games are among the best in the hobby, its graphics 
are state of the art. And now, with the new flexi-sub, you can 
choose just those issues that most interest you (see details 
below). 

Usual subscription rate: $40 for 8 issues. Special offer $35 for 
8 issues. 

Usual flexi-sub (minimum 4 issues) rate: $6 per issue. 
Special flexi-sub (minimum 4 issues) rate: $5.50 per issue. 


S&T FLEXI-SUBS 


Below you will find listed games that are in the pipeline and scheduled to appear in S&T. If you simply want to take 


out a regular 8-issue subscription, that's fine. But if you'd like to pick and choose the games you'll receive, you can do that 
too. Simply check the boxes against the appropriate games, and you will receive these — and only these. Even if we have 
to alter the order of their appearance, as occasionally happens, it will make no difference— you are ordering specific games, 
not specific issues, and you will only receive those you order. You may include back issues of either S&T or The Wargamer. 
And a FLEXI-SUB entitles you to all privileges and sicounts available to regular subscribers. 


CODE ¥ 


NC | 


IM | | 


PB | | 


COMPLEXITY 1 z Introductory; 2 ع‎ Substantial Game, but quick-playing with relatively straightforward mechanics; 3 = 
Average Complexity; 4 = Above Average Complexity; 5 = Highly Complex and Time-comsuming. 


NICARAGUA An in-depth study of modern (i.e. guerrilla) warfare, in which the critical balance between military and political 
factors is brought out. Area movement, battalion-company level, quarterly turns. Designed by John Burtt (editor of Counterattack 
magazine and a Vietnam marine vet) and Joseph Miranda (formerly Psychological Operations Officer at the U.S. Army's Special 
Warfare Center and School). This game is unlike any other you have ever played. COMPLEXITY 3 


THE INDIAN MUTINY A simulation of the bloody Sepoy rebellion of 1857, that shook the British Empire to its core. The map covers 
the northern and central areas of India where the majority of the fighting took place. Rules cover mutiny by Indian Army units, 
player initiative, provincial revolts, rail movement, sieges, attrition, British civilian population (save them or slaughter them), etc. 
Designers Mark Seaman and Bob Markham (credits: Rise of the House of S’aud, Raid on St. Nazaire (AH)). COMPLEXITY 2 


PEGASUS BRIDGE British airborne commando attack on two bridges over the Orne River and Orne River Canal, guarding the 
left flank of the D-Day landings. Point-to-Point movement, battalion/company level, individual armored vehicles, a multi-scenario 
game with variable German set-up and reinforcements. Designers Mark Seaman and Bob Markham. COMPLEXITY 2-3 


CV 


IC 


DF 


CW 


FS 


EA 


ND 


RB 


BW 


RR 


ZP 


BC 


DM 


OT 
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CAMPAIGNS IN THE VALLEY Originally intended to be published as two games, Jackson in the Valley and Sheridan in the Valley, 
the game covers both Jackson’s brilliant campaigns earlier in the war and Sheridan’s Valley campaign of 1864. Fast moving, 
playable and instructive simulations for the Civil War buff. Designers Mark Seaman and Bob Markham. COMPLEXITY 2 


IRON CROSS Man-to-man combat on the east front, counters representing individual soldiers and support weapons. Based on 
Gameforms' original game, Combat, this is the second in the Company Commander series. Four geomorphic maps, multi-scenarios, 
200 counters. COMPLEXITY 3 


DONAU FRONT The final game in the Central Front series, the "Ardennes of the 1990's." Ties in with the earlier Hof Gap, to form 
the southernmost of the Central Front series. The game portrays an invasion by 14 Soviet and Czech divisions through the rugged 
and wooded terrain of Bavaria. The Soviets are opposed by the West German II Corps, reinforced by the French II Corps and 
elements of the French Rapid Action Force, including both an airborne and a parachute division. Scale 4km per hex, with each 
day divided into two 6-hour turns and one 12-hour (night) turn. Designer Chuck Kamps. COMPLEXITY 3 


THE CHACO WAR Regimental simulation of the three year war between Bolivia and Paraguay, 1932 — 35. Scale is 15km to the 
hex, two weeks per turn. Rules cover armor and air combat, supply - including air supply, rail movement, weather, water (the 
Chaco region is very barren), fortifications, engineers, etc. A neglected subject. Designer Bruce Farceau. COMPLEXITY 2 


FORTRESS STALINGRAD Covers the period November 1942 — March 1943, and thus includes both the Soviet offensive and 
Manstein's counter-offensive. Map scale 25km to the hex, covering from Krasnodar in the south to Kursk in the north, and from 
Dnepropetrovsk in the west to Stalingrad in the east. Soviet units are armies, Germans corps and a handful of divisions. A highly 
fluid game which uses a system similar to that in The Tigers are Burning! Designer Ty Bomba (credits: End of the Iron Dream, Operation 
Dynamo). COMPLEXITY 2 


EAST AFRICA Game covers the campaign in East Africa during World War II, and is compatible with GDW’s Europa series, with 
which it can be linked. Scale is 32 miles to the hex. 240 counters, 34" x 22" map. COMPLEXITY 4 


NAPOLEON AT DRESDEN Thenext gamein the Bonaparte series. A single corps under St. Cyr attempts to gain time for Napoleon 
to arrive and deploy, in the face of Russian, Prussian and Austrian armies. ል three day battle featuring multiple terrain types, city 
fighting, critical command control, and the important effects of the downpour on the second day — which effectively cut the 
battlefield in three parts linked only tenuously by a handful of bridges. Designer Keith Poulter (credits: Napoleon at Austerlitz, 
Napoleon & Charles: Aspern-Essling, Abensberg and Eckmühl, Clash of Steel, etc). COMPLEXITY 3 


RED BEACH ONE A solo game of the marine invasion of Tarawa. Sequence of play is: initial phase, operations, landing phase, 
supply, naval bombardment and air strikes, Japanese anti-boat fire, ground impulses, terminal phase, Japanese reaction fire, final 
American command segment. Rules cover landings, sniper fire, assembly and dispersal, officers, heroes, special terrain (e.g. the 
sea wall, anti-tank ditches), radio, etc. One of the bloodiest struggles of the Pacific war. Designer Mike Joslyn (credits: First Team 
Vietnam). COMPLEXITY 2-3 


THE BOER WAR Covers the war of 1899 — 1902 in monthly turns. Starts out as a conventional war of the period and swiftly 
becomes a classic guerrilla war. All the major leaders are represented. Lots of chrome including Boer evasion, armored trains, etc., 
etc. 34" x 22" map, 200 counters. Designers Erich Faust and Lew Fisher (credits: Duel in the Desert). COMPLEXITY 2 


RACE FOR ROME The initial Allied landings and early campaign in Italy, Sept. - Nov. 1943. Essentially a multi-choice invasion 
game, the scale is 11km to the hex, with regimental/battalion units, and 4-day game turns. Game features tactical and strategic 
air and naval units, and an inset map of the Rome area at 5km to the hex. Designer Vance von Borries (credits: Decision at Kasserine, 
Remember the Maine, Invasion Malta, Patton Goes to War, Rommel at Bay, O'Connor's Offensive, and Hellfire Pass). COMPLEXITY 3 


ZEPPELIN ል tactical/operational game of the naval-air war over the North Sea during the First World War. Scale 18 miles to 
the hex, with a tactical map on which action within a single hex on the main map is played out. Each turn represents one hour, 
altitude is in increments of 100 feet. Counters represent individual aircraft or airships. The German player has 4 types of airships, 
7 types of sea planes and 4 types of land planes. The British have a single type of sea plane, 8 types of land planes, and 2 types of 
flying boats. Nine scenarios cover the war from early 1916 to late 1918, and include bombing raids, attacks on shipping, engaging 
other aircraft, etc., etc. Counter-mix includes the world's first crude aircraft carrier. Designer Bill Koff. COMPLEXITY 2 


BASTOGNE: CROSSROADS OF THE ARDENNES Thisisa game of the siege of Bastogne. Scale is 600 meters to the hex, with 
battalion-level units, and 18 half-day turns covering the period 18 -- 26 December 1944. The Germans are attacking in the first half 
of the game, the Americans in the second half. The most accurate OB yet. Designers Erich Faust and Lew Fisher, with additional 
input from Danny Parker and Jon Southard. COMPLEXITY 3 


DRIVE ON MOSCOW Strategic game of the Swedish invasion of Russia, 1708 — 1709, during the Great Northern War. Scale 48km 
to the hex, monthly game turns. Leaders and army and navy strength points. Random events include uprisings, plague, and 
unusually severe weather. Rules cover guerrillas, supply, fortresses, sieges, devastation of provinces. 22" x 22" map, covering 
from West Prussia to Moscow, 300 counters. Designer Peter Englund (credits: Peter the Great). COMPLEXITY 2 


OBJECTIVE TUNIS Nextin the Battles for North Africa series. Scale 2 miles per hex, battalion /company level units, 12 hour turns. 
Covers the follow up to the Torch landings, when the Allies were in a desperate race to take Tunis and trap Rommel, before the — 
Germans could reinforce the area. This will be the last independent game set during the Tunisian campaign; a later publication 
will link all the games together. Designer Vance von Borries. COMPLEXITY 3-4 


Note that the first nine games listed above will almost certainly appear in the order shown; the order of 
appearance of the remainder is less certain. 


3W Back Issues 


S&T BACK ISSUES THE WARGAMER BACK ISSUES #42 | END OF THE IRON DREAM 
#103 THE ROAD TO VICKSBURG #26 RACE TO THE MEUSE #43 WELLINGTON VS. MASSENA 
#105  RUWEISAT RIDGE #27 PETER THE GREAT #48 THE RED BARON 
#106 THE BATTLE OF PLEASANT HILL #29 LODZ: BLITZKRIEG IN THE EAST #49 - NAPOLEON/CHARLES: ASPERN-ESSLING 
#107 WARSAW RISING #30 STARS & BARS #50 KNIGHTS OF JUSTICE 
#108 REMEMBER THE MAINE! #31 CLASH OF STEEL #51 DUEL IN THE DESERT 
#109 TARGET: LIBYA #32 NAPOLEON AT LUTZEN #52 GLORY ROAD 
#110 HASTINGS, 1066 #33 HOLY ROMAN EMPIRE #53 DUNKIRK 1940: OPERATION DYNAMO 
#111 KOREA: THE MOBILE WAR #34 KHYBER RIFLES #54 CONDOTTIERI 
#113 NAPOLEON & CHARLES—ABENSBERG #35 WEST WALL #55 OKINAWA 
4114 NAPOLEON & CHARLES—ECKMUHL #36 UNCONDITIONAL SURRENDER #56 FIRST TEAM: VIETNAM 
#115 - KANEV #37 CHINA INCIDENT | #57 RACE FOR TUNIS 
#116 MANCHU #38 HELL HATH NO FURY #58 CLASH OF EMPIRES: AUGUST 1914 
#117 NORTH GERMAN PLAIN #39 — HELLFIRE PASS #59 BLOODY KEREN: ETHIOPIA 1941 
#118 THE TIGERS ARE BURNING #40 FIGHT ON THE BEACHES #60 ANVIL-DRAGOON: SOUTHWALL 1944 
#119 THE HORSE SOLDIERS #41 | O'CONNOR'S OFFENSIVE #62 FALLEN EAGLE (KHE SANH) 


CIRCLE THE NUMBERS OF THE MAGAZINES YOU WISH TO ORDER. 

THE PRICE OF BACK ISSUES IN MOST CASES IS $12.00 EACH. YOU MAY INCLUDE THEM AS PART OF A FLEXI-SUB FOR JUST $6.00 EACH. 
NON-U.S. ORDERS: ONLY U.S. POSTAL MONEY ORDERS, INTERNATIONAL MONEY ORDERS OR MICRO-ENCODED CHECKS DRAWN ON A 
U.S. BANK (IN U.S. DOLLARS), OR FOREIGN CHECKS (DRAWN ON FOREIGN BANK IN YOUR OWN CURRENCY AT THE CURRENT EXCHANGE 
RATE - ADDING 1096 FOR HANDLING CHARGES), OR CREDIT CARDS WILL BE ACCEPTED. 


Order Form 


This order form may appear to have been designed by the IRS, but in fact is quite simple. Basically you need to find the magazine(s) you are interested 
in, then check either regular or lifetime subscription. Finally, include the total at the bottom of the form, and mail the form together with your check (or 
credit card details) to 3W at PO Box F, Cambria, CA 93428 


Space Gamer 


Please enter me for a regular subscription to Space Gamer, at the special rate of $12 for 6 issues. AMEN‏ لأ 
L] Please enter me for a life time subscription to Space Gamer, at a cost of $60.00.* 5‏ 


Fire ይ Movement 


L] Please enter me for a regular subscription to Fire & Movement, at the special rate of $14 for 6 issues. $ 

LJ Please enter me for a life time subscription to Fire & Movement, at a cost of $90.00.* $ 
Battleplan 

Ll Please enter me for a regular subscription to Battleplan, at the special rate of $14 for 6 issues. $ 

Please enter me for a life time subscription to Battleplan, at a cost of $90.00.* | Pv 

Strategy & Tactics 

L] please enter me for a regular subscription to S&T, at the special rate of $35 for 8 issues. ር EE 

Please enter me for a flexi-sub (minimum 4 issues) at the special rate of $5.50 per issue (see details of flexi-subs below). 5‏ لأ 

LJ Please enter me for a life time subscription to S&T, at a cost of $250.00.* 5 


* Note that there are only a limited number of these subscriptions, on a first-come-first-served basis. Lifetime subscriptions may be paid for by 
installments (at a slightly higher cost). For details call us at (805) 927-5439. TOTAL $ 
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BATTLEPLAN #6 


ከሃ 
Ari Schindler 


Needless to say, one of the 
most popular World War Il games 
on the market is Axis & Allies by 
Milton Bradley. Perhaps this is 
because of the playing pieces, or 
maybe it's just the wide distri- 
bution available to a corporation 
like MB. Either, or both of these 
factors could be the reason for its 
popularity, but I believe some- 
thing else has made the game 
what it is today. 


Using a medium-sized game- 
board, a handful of dice, and a 
couple of simple components, the 


whole of World War II can be 
simulated in about three hours of 
playing time. Although the game 
doesn't cover the intricacies of 
maneuver involved in modern 
warfare, it does an admirable job 


AXIS & ALLIES 


of demonstrating the scale. Never 
before has the sweeping nature of 
history's greatest conflict been 
captured so well. all that is 
missing are a few key aspects of 
the war that, when introduced to 
the current design, can make it 
one of the easiest and most 
complete games on the subject. 


FACTORY OPERATIONS 


It often happens that a player 
will capture a territory in which 
there is another player's factory, 
only to put his own income within 
range of enemy bombers. It makes 
sense that his economy would be 
susceptible to attack if the cap- 
tured factory then became his 
industrial center, but doesn't 
make sense if the new factory is 
never used. To remedy this situ- 
ation, we do the following: 

Each factory has two states of 
operation, "active", and "inac- 


tive". A player can change each of 
his factories’ state of operation 
before the "Collect Income" 
phase. An active factory functions 
exactly the same as stated in the 
rules' and can be attacked by 
Strategic Bombing. A factory in 
the inactive state cannot produce 
units, or be recipient of income, 
but is not a viable target for 
Strategic Bombing. Each player 
must have at least one active 
factory, at all times, unless his 
capitol is occupied. 


STRAITS 


Currently, only two areas se- 
lectively restrict naval movement, 
the Suez and Panama Canals. Two 
other areas have been overlooked, 
and the lack of them seriously 
changes the complexion of the 
strategy in Axis & Allies. Their 
addition to the rules can dra- 
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AXIS & ALLIES 


matically change the war for 
Europe. 


These two areas are "strats", 
one between Gibralter and Al- 
geria, and one between Turkey 
and Eastern Europe, Naval units 
can only pass through these 
straits, that of Gibralter and 
Turkey respectively, if the owning 
player controls one of the two 
controlling territories, or is al- 
lowed by someone who does. The 
player giving permission does not 
need to be an ally of the owning 
player. 


SUPPLY ROUTES 


Controlling the seas, as well 
as maintaining a supply chain on 
land, were both vital to strategy 
throughout the war. Unfortuna- 
tely, there are no provisions in the 
game for cutting supply lines, or 
blockading and raiding the sea 
lanes. The easiest way to handle 
this is to make collecting income 
slightly more involved than it 
currently is. 


During the “Collect Income” 
phase, only territories that can 
trace an uninterrupted “supply 
route” to one of the player’s active 
factories can produce income. This 
supply route can be any length, 
but it may not pass through any 
sea zones, territories, canals, or 
straits controlled by players who 
will not allow it. The players 
giving permission do not need to 
be the supplying player’s allies. 


FORTIFICATIONS 


The first time 1 witnessed “D- 
Day” taking place in a game 1 
watched, one serious, nagging 
question assaulted my mind: 
“Where is the Atlantic Wall?” It 
seems that none of the game 
designers saw the importance of 
including permanent fortifica- 
tions, as great as their role was in 
the conflict. Adding this unit to the 
force pool demonstrates the impor- 
tance of immobile defenses during 


the war. 


fortresses are units that serve 
no purpose other than to defend. 
They are purchased for 8 IPCs 
each, and may be built in any 
territory that can trace supply to 
an active factory owned by that 
player. Building such a mega- 
structure is very time consuming, 
however, and requires a full turn 
to be completed. If the territory is 
captured during the construction 
turn, the fortress is destroyed 
before being built. An operational 
fortress has no attack or move- 
ment ability, but possesses a de- 
fensive strength of 5, and will 
negate one casualty inflicted 
against the territory per combat 
phase. Units of the owner’s allies 
are not afforded the protection ofa 
fortress unless they are part of a 
multi-national force. 


ESCORTS 


Numbering among the prob- 
lems with the naval aspect of Axis 
& Allies is the problem of unit 
selection. Only two types of war- 
ships are available to the player, 
battleships and submarines. This 
leaves a player with a choice 
between absolute largest and most 
expensive units, or a rather 
pitiful, inexpensive, and innocu- 
ous one. Adding a new type ship, 
the escort, fills the huge gap be- 
tween these units, and allows the 
player to take the middle ground. 


The escort is a warship ap- 
proximating a cruiser in size. It 
costs 15 IPCs to build, and they 
possess no shore bombardment 
abilities. They do have an attack 
strength of 3, a defensive strength 
of 3, and a movement of 2. In all 
other respects, they operate just as 
a battleship. 
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Lend-lease, and other such 
loans that played a part in history, 
are missing from the game, and 
the reasoning is clear as to why. 
Free transfers of IPCs would allow 
the Allies to overload both the 
Pacific and European theatres by 
pumping funds into Russia and 
breaking the Axis early on. This 
simple rule allows the transfer of 
funds, while maintaining the 
game balance. 


During the “Collect Income” 
phase, a player may send up to 
one-fifth of his current income to 
any of his allies, provided he can 
trace a supply route from an active 
factory he controls to an active 
factory controlled by the recipiant. 
Ilowever, for every IPC he sends 
to an ally, he, himself, must pay 1 
IPC to the bank for transport 
costs. 


NAVAL BASES 


For various reasons (the abil- 
ity to build factories in Asia not 
the least of them) the Pacific 
islands are often lost from the 
strategic picture. As the game 
system stands, there is very little 
value in controlling the sea lanes, 
and no reason why dominating the 
islands would help in this, save 
the infrequent occasion when an 
island may prove a valuable 
airbase. Now, that the addition of 
supply routes make naval 
superiority important, the addi- 
tion of naval bases makes islands 
the key to achieving it. 


Every territory adjacent to a 
sea zone is considered a naval 
base. At any point during move- 
ment, a naval unit can move from 
the sea zone it occupies to an 
adjacent naval base controlled by 
the owning player, or an ally that 
allows him, or vice versa. ላ naval 
unit may never exit 118 base from a 
different sea zone than the one it 
entered from, although newly 
built units may choose from which 
zone to exit. 
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Whenever a defending naval 
unit, or an attacking naval unit 
that started its turn in a base 
controlled by the owning player, is 
taken as a casualty in a naval 
battle, a die 15 rolled. If the result 
is.a 1, 2, or 3, the unit. is 
eliminated as usual. If the result 
is 4 or 5 the unit is eliminated if it 
doesn't immediately move up to 
two friendly or unoccupied sea 
zones, to a naval base controlled 
by the owning player. If the result 
is a 6 and the unit is attacking, it 
remains in combat, unharmed. If 
the result is a 6 and the unit is 
defending, it remains in combat if 
the owning player controls a 
naval base adjacent to the sea 
zone. 


Whenever a territory with a 
naval base is attacked by fighters 
and/or bombers, the attacking 
player may designate some, or all, 
of the aircraft as "port attacks". 
Port attacks are handled in the 
same fashion as normal combat, 
but the only defending units that 
participate are aircraft, naval 
units, and anti-aircraft. If a 
territory suffers both a port attack 
and a regular attack in the same 
turn, the defending player must 
choose which combat each of his 
aircraft will fight. Anti-aircraft 
units participate in both attacks. 


If a naval base is captured, a 
die is rolled for each naval unit 
stationed there. If the roll is a 1 or 
2, the unit is destroyed. If the roll 
is a 3, 4, 5, or 6, the unit must 
immediately move to an adjacent 
friendly, or unoccupied sea zone. If 
this is impossible, the unit is 
eliminated. 


During the "Place New Units" 
phase, newly built naval units are 
placed in any of the owning 
player' naval bases that contain 
an active factory. 


NEUTRAL NATIONS 
When Axis & Allies was 


created, it was intended to be a 
game of player interaction, rather 


than one of diplomacy with 
"neutrals". This is precisely the 
reason why the game begins in 
1942, when all the powers were at 
war, rather than 1939 when 
power politics were the main 
weapons, and most of the world 
was neutral. Unfortunately, the 
rules forthe few neutralsthatexist 
suffered from this, and require 
complete alteration. 


Instead of all neutrals having 
no production, Saudi Arabia and 
Switzerland have 1 each, Sweden 
has 2, Spain has 3, and Turkey 
has 4. All other neutrals have no 
production. Aireraft may not fly 
over a neutral, and naval units 
may not use aneutrals’ strait, 
unless the owning player pays 
entry privelages. Ássoonas a 
player announces that he wishes 
to move his units in such a 
fashion, two dice are rolled. If he 
does not immediately pay half the 
total of the dice (rounded up), he 
may not conduct his movement 
unless he declares war on the 
neutral. No units other than 
aircraft can enter a neutral unless 
war is declared on that neutral. 
Partisans may be built in 
neutrals, but may not attack 
without a declaration of war. 


Upon declaring war, each 
active player rolls a die. If the 
player is the one who declared 
war, he adds 6 to the roll. If he is 
an ally of the player who declared 
war, he adds 3 to the roll. If he 
canot trace a supply route from an 
active factory he owns to the 
neutral, he adds 1 to the roll. For 
every territory he owns adjacent 
to the neutral, he substracts 1 
from the roll. The player with the 
lowest roll puts one of his occu- 
pation markers on the territory, 
adjusts his production by that of 
the neutral, and places units 
according to the neutrals defense 
forces in the territory. From that 
point on, that territory is assumed 
to have been originally owned by 
the occupying player. Tied rolls 
are decided by the tied players 
rolling again. 
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Each neutral has a number of 
defense forces that will become 
owned by the player who takes 
control of it when war is declared. 
Spain has one infantry, one armor, 
and one transport; Sweden has 
two infantry; Switzerland has one 
infantry and. two fortresses; Tur- 
key has one infantry, two armor 
and one transport. all other 
neutrals have no defense forces. In 
addition to this, a die is rolled at 
the moment war is declared. If the 
result is a 1 or 2, two infantry are 
added to the force. If the result is a 
3 or 4, one infantry is added. If the 
result is a 5 or 6, no infantry are 


added. 


PARTISANS 


Yet another major problem 
faced by the Axis during WW 11 
was that of partisan bands. These 
groups harassed the Germans at 
every turn. The influence of these 
units on deployment, and the 
pressure they put on garrison 
forces, is sorely missed in the 
game. 


During the player's "Purchase 
Units" phase, he can buy “parti- 
san levels" in any territories, even 
enemy controlled, so long as he 
has a supply route leading from 
his active factory to the recipient 
territory. If he originally owned 
the territory, it costs 2 IPCs per 
level. If one of his allies originally 
owned the territory, it costs 3 IPCs 
per level. If a neutral or one of his 
enemies originally owned the 
territory, but it is not an unoc- 
cupied capitol, it costs 4 IPCs per 
level. If the territory is an 
unoccupied enemy capitol, it costs 
8 IPCs per level. Every successive 
level bought in a territory costs 
one extra IPC. Example: Britain 
wants to purchase three partisan 
levels in Egypt. Due to the fact 
that he originally owned Egypt 
(whether or not he now controls 
it), the first level costs 2 IPCs, the 
second costs 3 IPCs, and the third 
costs 4 IPCs, for a total of 9 IPCs. 
For purposes of this determin- 
alion, Algeria, Eastern Europe, 
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French Indo-China, Kwangtung, 
Libya, Manchuria, and Western 
Europe are considered originally 
allied with the Allies, and Borneo 
Celebes, the Caroline Islands, the 
East Indies, Finland/Norway, 
New Guinea, Okinawa, the Phil- 
ippine Islands, the Solomon 
Islands, Southern Europe, and 
Wake Island are considered orig- 
inally allied with the Axis. 


During the “Place New Units” 
$ 

phase, the player rolls a number 
of dice for each territory equal to 
its partisan level multiplied by its 
production factor. One of the 
player’s partisan units is placed in 
the territory for every six that is 
rolled on the dice. Switzerland has 
a production of six when figuring 
the number of die rolls for the 
nation that took control of it upon 
a declaration of war. If war has 
not been declared on Switzerland, 
its partisan level is one for all 
players. 


During the “Combat Move- 
ment” phase of his turn, the 
player decides which of his par- 
tisans will attempt to move, and 
which will attack. Those that 
move can move into any adjacent 
land territory, even if it is enemy 
controlled. For each one, a die is 
rolled. If the result is a 1, 2 or 3, 
the partisan moves to the stated 
territory. If the result is a 4, 5 or 6, 
the partisan remains where it is. 
Those partisans that are assigned 
to attack will engage enemy forces 
in the territory they're in with an 
attack strength of 2 each. 


Partisans are considered non- 
existant for purposes of defense. If 
a territory containing partisans is 
attacked, all partisans (save those 
that may be attacking) cannot 
inflict casualities, be taken as 
losses, or hold the territory. The 
exception to this is that a player 
can opt to, instead of moving a 
particular unit, have it attack the 
partisans in its territory. In this 
case, combat takes place, the 
defending partisans having a 
strength of 1, just as does normal 
combat. À player's partisans CAN 


attack an allies’ partisans, and 
conquer an allies' territory, unless 
it is defended by at least one non- 
partisan unit. 


TECHNOLOGY 


The most wildly flawed aspect 
of Axis & Allies is the "Weapons 
Development" phase. technology, 
as the rules present it, is an 
incredibly expensive, all-or- 
nothing affair. There is no ques- 
tion that technology is expensive, 
but it 18 certainly not an all-or- 
nothing means of advancement. 
Here, I present a completely new 
system for gaining technology, 
and although it is by no means a 
completely accurate method, it 
does give the quest for super 
weapons the paramount impor- 
tance 11 had during the war, 
without a needless increase in 
complexity. 


There are ten areas of tech- 
nology advancement; Air defense, 
Aircraft Range, Precision Bom- 
bing, Industrial Gearing, Jet Pro- 
pulsion, Mechanized Warfare, 
Nuclear Power, Rocket Weaponry, 
Submarine Warfare, and Surface 
Naval Warfare. Each of the ten 
areas has ten levels of develop- 
ment, providing varying effective- 
ness of weapons. During the 
"Develop weapons" phase, taking 
place after the "Purchase New 
Units" phase, the player buys dice 
for any areas of technology he 
wishes to increase. The player can 
purchase as many dice in each 
area of technology as he wants, for 
a cost of 3 IPCs each, although any 
given technology can increase by 
only one level per turn. He then 
rolls the dice, one catagory at a 
time, and increases the level in 
that area if any of the die rolls are 
a 5 or 6. The effects of various 
levels of technology are listed 
here, along with each nation's 
starting level: 


AIR DEFENSE 


Level 1-5 
Level 6-9 


Level 10 | 


Anti-aircraft defense 1 
Anti-aircraft defense 2 
Anti-aircraft defense 3 


Russia 1, Germany 2, Britain 2, 
Japan 1, America 1 


AIRCRAFT RANGE 


Level 1-3 


Level 4-5 


Level 6-7 


Level 8-9 


Level 10 


Fighters move 4 
Bombers move 6 


Fighters move 5 
Bombers move 7 


Fighters move 6 
Bombers move 8 


Fighters move 7 
Bombers move 9 


Fighters move 8 
Bombers move 10 


Russia 1, Germany 1, Britain 2, 
Japan 1, America 2 


PRECISION BOMBING 


Level 1-3 
Level 4-5 
Level 6-7 
Level 8-9 


Level 10 


Bombers roll 1 die in 
attacks 
Bombers roll 2 dice in 
attacks 
Bombers roll 3 dice in 
attacks 
Bombers roll 4 dice in 
attacks 
Bombers roll 5 dice in 
attacks 


Russia 1, germany 2, Britain 2, 
Japan 2, America 2 


INDUSTRIAL GEARING 


Level 1-3 


Level 4-5 


Level 6-7 


Level 8-9 


Income collected 
equals 1/1 current 
production 
Income collected 
equals 5/4 current 
production 
Income collected 
equals 3/2 current 
production 
Income collected 
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equals 7/4 current 
production 
Income collected 
equals 2/1 current 
production 


Level 10 


Russia 1, Germany 1, Britain 1, 
Japan 1, America 1 


JET PROPULSION 


Level1-5 Fighters attack 3, 
| defend 4 
Level6-7 Fighters attack 3, 
defend 5 | 
Level8-9 Fighters attack 4, 
defend 5 
Level10 Fighters attack 5, 
defend 5 


Russia 1, Germany 3, Britain 1, 
Japan 1, America 1 


MECHANIZED WARFARE 


Level 1-5 Armor attack 3, 
defend 2 

Level6-7 Armor attack 4, 
defend 2 

Level8-9 Armor attack 4, 
defend 3 

Level10 Armor attack 5, 
defend 3 


Russia 1, Germany 2, Britain 1, 
Japan 1, America 1 


ROCKET WEAPONRY 


No effect 
Rocket attacks range 
1. Each rocket attack 
costs 3 IPCs to launch 
and can be fired from 
any territory the pla- 
yer occupies. 116 can 
. launch as many rocket 
attacks in a turn as he 
can pay for. 
Rocket attack range 2 
Rocket attack range 3 
Rocket attack range 4 
. Rocket attack range 5 


Level 1-5 
Level 6 


Level 7 
Level 8 
Level 9 
Level 10 


Russia 1, Germany 3, Britain 1, 
Japan 1, America 1 


NUCLEAR POWER 


Level 1-9 No effect 
Level 10 Player may make a Bom- 
ber or Rocket attack against a 
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SURFACE NAVAL 
WARFARE 


Level 1-3 Battleships roll 1 die 


territory a nucler attack by in combat 
spending 5 IPCs. each nuclear Escort attack 3, 
attack is performed exactly like a defense 3 
strategic bombing raid, striking Level 4-6 Battleships roll 2 dice 
the units in the territory with 3 in combat 
strength 3 attacks, any active Escort attack 4, 
factories with 3 dice of strategic defense 4 
bombing, and the production of Level 7-9 Battleships roll 3 dice 
the territory with one half 1 die in combat 
(rounded down) of permanent Escort attack 5, 
damage. defense 4 
Level10 Battleships roll 4 dice 
Russia 1, Germany 2, Britain 1, in combat 
Japan 1, America 3 Escort attack 5, 
defense 5 


SUBMARINE WARFARE 


Level 1-4 Submarine attack 2 
Level5-7 Submarine attack 3 
Level8-9 Submarine attack 4 
Level10 Submarine attack 5 


Russia 1, Germany 2, Britain 1, 
Japan 1, America 1 


Russia 1, Germany 2, Britain 2, 
Japan 2, America 2 
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The vaunted Wehmacht, fresh 
from victories over Poland, Nor- 
way, france, the Lowlands, and 
the Balkans sets its sights once 
again in search of new conquests. 
This time, though, the adversary 
is extremely formidable, its 
resources and manpower almost 
inexhaustible. Drunk with seem- 
ing invincibility, the Axis jug- 
gernauts strike out in June of 
1941 in quest of additional 
Lebenstraum for its Aryan pop- 
ulace. Although three million 
veterans strong, the Axis forces 
face a stalwart and equally deter- 
mined foe. The adversary in 
question, the Soviet Union. 


Historical backdrop aside, 
what the German general staff 
discovered against this new 
enemy was a foe that had many 
natural allies as well as man 
made. Essentially, these new 
enemies of Germany included the 
very same that had haunted 
Napoleon--time, space, and the 
most awsome of all, the Russian 
winter. Add to this the inane 
orders, and faulty understanding 
of their leader, Adolph Hitler. 


In the campaign game of The 
Russian Campaign the Axis pla- 
yer faces the same aforementioned 
adversaries save one; Adolph 
Hitler. This article is written for 
the Axis player in The Russian 
Campaign who is beset with 
almost totally poor luck with his 
attacks, weather, and general 
poor rolls. This is not a perfect 
plan for victory, but rather it is a 
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posite against a very formidable 
Soviet foe Put simply, the Axis 
player, can, so to speak, snatch 
victory from the jaws of defeat, or 
at least attain a draw. Its sole 
design is to allow the Axis player 
to adopt a game plan when he 
realizes that any chance of victory 
has eluded him. A draw isn't 
terriffic, but it sure as hell beats 
losing. 


The key to a guaranteed 
drawn game for the Axis player is 
knowing when to stop continuing 
the strategic offensive and start 
assuming a strategic defensive 
posture. Through constant turn by 
turn appraisal of your position in 
relation to the size of the Soviet 
army before you and your relative 
proximity to your victory objec- 
tives, one can get a good feel for 
one's degree of probable success. 
Make no mistake, each game 
initieated will never play turn by 
turn as the previous. endless 
minor scenarios always seem to 
occur sometimes upsetting the 
most carefully laid plans. Basi- 
cally, though, the Axis player 
passes through various stages in 
the game during the first three 
game years of the campaign game. 


In the opening year of 1941, 
the Axis player usually is 


confronted with either going for a . 


deep penetration assault right 
from the onset (usually taking 
place just north of the Pripyet 
Marshes and fanning out once 
past Smolensk), or attempts to 
overwhelm the Soviet's forward 
positions defending the salient 
regions of the Soviet frontier. 
With average luck, the Axis 
player most normally draws 
either clear or light mud weather 
in the crucial September/October 
turn and usually mud or snow in 
the November/December turn. 
With equally average luck and a 
good deal of skill, the Axis player 


strategic plan to avoid the op- 


will more than likely be able to 
seize Kiev and/or Dnepropetrovsk 
in the south, Bryansk in the 


center, and possibly Leningrad in 
the north. These jump-off points, 
so to speak, for the 1942 offensive 
must be secured no later than 
early 1942 if the Axis player is to 
keep to his timetable and attain 
his late 1942 objectives. For 
purposes of discussion, I believe 
the following objectives must be 
attained early. This time no later 
than early 1943 if the Axis player 
ever hopes to keep the Soviet 
player off balance. These ob- 
jectives are Rostov, Stalino, 
Kharkov, and Voronezh in the 
south, Kursk, Tula, Kalinin and 
Moscow in the center, and the 
river line southeast of Leningrad 
in the north. Moscow, you may 
notice, is not an essential ingre- 
dient in the 1942 objectives only 
because the Soviet player more 
than likely has garrisoned the city 
and its perimeter with some of the 
most potent forces. Actually, its 
failure to capitulate early can play 
into the Axis player’s hands as 
these forces are no longer 
defending or even threatening 
other key areas strategically 
important to both players. 


It is at this point in the game 
that the Axis player must be 
careful: with his next decision: to 
press the attack in hopes of 
eventual victory, or begin consoli- 
dating his strength and enter the 
initial stages of withdrawal from 
the Soviet Union. Do not forget, 
that early in 1943 the Soviet 
player receives double his re- 
placement capacity as well as 
receives strong reinforcing forma- 
tions. A well-timed and coordina- 
ted Soviet counter offensive can 


. crush many an Axis unit that can 


sometimes never be replaced. 
Additionally, the Axis forces, once 
bolstered with a powerful Luft- 
waffe of three stukas has now been 
whittled down to one. It is equally 
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true that German panzer forma- 
tions can sometimes be at their 
most impressive strength, but so 
can the Soviet Guards armies. 


Generally, in early 1943 if (1) 
new Soviet worker units placed 
from November/December 1941 
onwards are still intact, and (2) 
Soviet combat factors, when 
totaled, are in the vicinity of 200 
factors and the Axis strength 15 at, 
or close to that total, and (3) the 
Soviet army still holds a line 
running roughly from Leningrad, 
or thereabouts in the north, to 
L10, Kalinin, Moscow, Tula, in 
the center, and Voronezh, 
Stalingrad, and Rostov, in the 
south the Axis player must 
seriousely consider withdrawing 
from russia. Once this decision is 
made the Axis player must stick 
to it. Opportunities will undoub- 
tedly arise to destroy a good many 
Soviet units, or retake a city, but 
one must consider the cost. Many 


times the Soviet player will reap 
huge rewards when the Axis 
player has overexposed, or over- 
extended units. Generally, coun- 
terattack when a defensive line 
has been compromised by being 
broken at one or two points. No 
line will hold forever, but delay- 


ing a Soviet counteroffensive 


hinges upon successfully defen- 
ding a line for an additional turn. 
Squeezing out that extra turn is 
never easy, but the rewards 


become readily apparent near. 


game’s end when a final solid 
defensive line is presented to the 
Soviet army. 


Now that the decision has 
been made to withdraw from 
Soviet soil, how and where should 
one complete the withdrawal? 
Remember, for the Axis player to 
retain a draw he must hold at 
least one city while at the same 
time preventing Berlin and the 
Hitler counter to be lost. Where to 
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retire to? Berlin, Helsinki, Bucha- 
rest? Helsinki seems formidable in 
the face of a sustained attack, but 
once Leningrad is lost all Axis 
units must be withdrawn from 
Finland. Even if Leningrad is 
held, it then becomes a logistical 
nightmare to supply Finland with 
reinforcing units. It now becomes 
a choice between Berlin and 
Bucharest. 


Choosing Bucharest has the 
following advantages: 

1. Bucharest is surrounded by 
some of the most defensible 
terrain on the mapboard. The 
mountains and the north/south 
river lines pose natural obstacles 
to a Soviet offensive. 

2. Falling back upon 
Bucharest helps preserve the Ru- 
manian, and temporarily staves 
off the surrender of the Hungar- 
ian war effort. Included in this is 
the Bulgarian garrison that be- 
comes available as soon as Soviet 
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formations are 5 hexes or less the Italian, Hungarian, and Secondly, the Axis army must 
away from Bucharest. Rumanian infantry formations as preserve several units that prove ' 
3. The mountainous terrain ‘picket’ defenders to preserve the to be critical in the later stages of 
outside of Bucharest prevents main body of the Axis army, and the game when 11 comes to 
paradrop landings. Valuable units afford said army the time to take defending important lines. The 
need not be left in the rear or the up positions in its defense of units are: SS Panzergrenadiers 
forward area to defend against certain lines heading back to and the respective headquarters 
potential airdrops. Further, the Rumania. Placing units two hexes of Army Group South, Center, 
terrain hinders coordination of apart from each other and as close and north. All are able to stack 
Soviet attacks coming from north to the Soviet double impulse units freely with other Axis units at no 
and east. Single impulse units as possible, can greatly help the additional expense in stacking. 


often must take two and some- Axis player from taking the brunt Keep these units out of reach of 
times three turns to cross some of of a Soviet offensive. The key to soviet attacks, employing them, if 
the mountaitt lines. remember is that the Soviet army possible, in rearguard activities 


4. Finally, falling back to cannot automatically, victoriously such as guarding rail lines or 
Berlin presents the Soviet player surrender, any Axis unit, no preventing paradrop landings. 
with an easier chance for success matter the size. Thus, while the The rail lines are vital highways 
as he no longer has to worry about Soviets tangle with these picket of retreat, and must be kept open 
seizing every city on the map- defenders the main Axis force can especially during turns of poor 
board to achieve victory. withdraw to more defensible lines weather. Extricating armies 


(see fig. #1). In this first stage, without the benefit of rail can be 
Now, how does one go about then, what you are doing is exceedingly difficult if not 


withdrawing to Bucharest? trading weak units and some properly executed. 
l l space in order to preserve the bulk l 
First, the Axis player must ofthe Axis army. Now, the time to use these 
use various weak units such as units is when you must draw up 
THY WEATHER 
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FIGURE #1 
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FIGURE #3 
DNESTER LINE 
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FIGURE #5 
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your battle lines along the Bug, 
Dnestr, and Prut river lines. 
Soviet attacks from across a three 
hex front over a river line can 
muster no more than 50 combat 
factors. The Axis army, when 
possible, must then defend these 
lines at key points with at least 26 


combat factors to insure that the 


Soviets are able to attain no better 
than a 1-2 attack. The Soviet 
attack has only a 33% chance of 
success. If the Axis have lost these 
units the maximum they can 
muster in any one hex (prior to the 
arrival of the Grossdeucheland 
panzer corps in November of 1944) 
is 27 factors. These factors are 
only able to defend one hex at less 
than 1-1 odds. Also, adjacent, 
doubled, defensive hexes that may 
attacked from only one hex should 
be defended by at least 10 factors. 
Again, by examining the com- 
position of the Soviet army we find 
that no more than 18 factors can 
stack on any one hex on the first 


impulse. Soaking-off against this 
stack not only becomes costly to 


the soviet player, but detracts by 


at least one unit the amount of 
combat factors that canbe leveled 
against the mammoth defending 
stacks. The most the Soviet player 
can then level against any one 
stack than becomes 42 combat 
factors thus enabling the mam- 
moth stack to be reduced to 22 
factors to insure defending 
against a Soviet attack at no 
better than the prescribed 1-2 
odds. Finally, placing any unit 
behind a mammoth stack can 
many times prevent the stack 
from being surrounded in the 
event of a successful Soviet 
breach. (see tig. #2). Once again, 
keep in mind that the Soviet 
cannot achieve an automatic vic- 
tory over any unit which makes 
the loss of a weak unit pale in 
comparison to the demise of a 
mammoth stack. 


The Axis army is not invin- 
cible even given the apparent 
strength of the army when defen- 
ding behind river lines. Again, I 
stress that the inevitable will 


occur. A breakthrough will even- 
tually occur. It is at this time that 
counterattacks should be made to 
reestablish the line for as long as 
reasonably possible. as time winds 
down, the Soviet player will be 
forced to attempt many 1-2 
attacks. This can be a nightmare 
situation for the Soviets as they 
may lose very valuable units. 


The Axis player may be 
assured a drawn game if by the 
end of the January/February 1945 
turn no Soviet unit has penetrated 
any layer of the defense shown in 
figure #5. the Axis player need 
only place one unit on each of the 
illustrated hexes and keep the 
Hitler unit in the city of Buc- 
harest. This defense assures that 
no Soviet unit be able to reach the 
Hitler unit and Bucharest at 
games' end. before one adopts this 
defense in March/April of 1945 
the Axis must guard against an 
invasion along the coastline of 
Rumania. Note that the entire 


defense must be laid down as 
illustrated in March 1945 by the 
Axis player in order to prevent 
Soviet units from retreating for- 
ward past certain defenders once 
another attack has been resolved. 


In retrospect, I don't advocate 
starting a game in quest of a 
drawn result. What I do stress is 
that when all else fails and victory 
has eluded you,a withdrawal from 
the Soviet Union can be a rewar- 
ding learning experience. Much 
the same way as the Soviet player 
feels when he successfully beat off 
your offensive. You, as the defen- 
der, can hold your head high since 
you thwarted a powerful foe's best 
efforts. 


I think it prudent that the 
rules be re-written to provide for 
Axis forces to fall back on their 
respective countries if they are 
fleeing the Soviet Union. The 
Germans and Italians back to 
Berlin, the Hungarians towards 
the rail line that leads off the 
mapboard in Hungary, and the 
Rumanians to Bucharest... 


Ah yes... Rumania Uber alles! 


SNIPER: 
SPECIAL 
FORCES 


Scenarios 
and 
Variants 
by 
Rick Swan 


When I accepted the assign- 
ment from TSR to design the 
second Sniper expansion game 
(featuring modern commando and 
anti-terrorist warfare), my plan 
was to include a sample of typical 
squads from some key locales 
around the world and plug them 
into a few generic scenarios. The 
final version has a system which 
generates squads from 35 coun- 
tries and includes 40-plus scenar- 
ios - I got a little carried away. 
Even with all that, there was still 


plenty of good stuff left over. Here 
are some scenarios not included in 
the finished game. 


The Sniper series are all 
stand-alone products, meaning 
that those with, say, just the 
original boxed set could experi- 
ment with these scenarios, too. 


Note, however, that some of the 


information (such as rules for 
weather and the river) and certain 
troop types (SPECIAL FORCES 
has elite infantry, conscript infan- 
try, regular infantry, guerillas, 
and terrorists, each with their 
own strengths and weaknesses) is 
unique to the new game. 


(X201.0) Safecrack 


Sometimes, there's more to a 
mission than capturing territory 
or inflicting casualties. Plans, 
records, and other stolen enemy 
documents can be valuable 
sources of information that can 
provide crucial keys to future 
victories. 


(X201.1) Set-up 


The Bravo player selects any 
unused marker to be his Docu- 
ments marker, then chooses the 
first floor of any building on the 
map to be his headquarters. The 
location of both the headquarters 
and the Documents marker is 
made available to the Alpha 
player. 


The Bravo player deploys his 
forces using concealed deploy- 
ment. All Bravo soldiers must be 
deployed within 10 hexes of the 
outer walls of the headuarters; 
Bravo soldiers may be deployed in 
other buildings within this range. 
At least two Bravo soldiers must 
be deployed in the headquarters. 


The Alpha force enters the 
map on turn one anywhere along 
the AH map edge. The extraction 
area for the Alpha force 18 
determined before the game 
begins by a die roll: 17 B, 2=C, 
SeD, ዳ:።=ዜ ESF, OSG.’ The 
extraction area is recorded on 
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Alpha's roster sheet and is not 
revealed to the Bravo player. 


(X201.2) Movement to Contact 


The normal sequence of play is 
followed throughout, with the 
following exception: Bravo sol- 
diers cannot move or fire until at 
least one enemy soldier is spotted 
within 10 hexes of a Bravo man. 
All Bravo soldiers are considered 
eligible for opportunity fire at the 
beginning of the game. 


Bravo soldiers remain con-/ | 
cealed until they move, fire, or 
throw, or an Alpha man with an 
unblocked line of sight moves 
within 10 hexes. Once spotted, 
units are placed on the map. 


Bravo soldiers may not volun- 
tarily leave the map. 


(X201.3) Game Length 


The game lasts 15 turns, or 
until Alpha achieves his victory 
condition. 


(X201.4) Victory Conditions 


Alpha wins if he takes the 
Documents’ marker from the 
Bravo headquarters and moves it 
off the map edge of his extraction 
area. Bravo wins if he prevents 
this. 


(X201.5) Special Rules 


Any Alpha soldier can remove 
the Documents. To remove the 
Documents, an Alpha soldier must 
spend one complete turn in the 
Documents room searching for the 
Documents; he can take no other 
actions, including move-ment, 
while he is searching. Place the 
Documents' marker under the 
soldier to indicate he is carrying 
the Documents. 


The Documents can be passed 
to another soldier in the same hex. 
A Bravo soldier can take the 
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Documents from a Killed or Inca- 
pacitated Alpha soldier who was 
carrying them. Likewise, an Al- 
pha soldier can take the Docu- 
ments from a Killed or Inca- 
paciated Bravo soldier. 


Bravo cannot move the Docu- 
ments from the head-quarters. 
However, if a Bravo soldier 
recovers the Documents from a 
Killed or Incapacitated Alpha 
soldier, the Bravo soldier may 
then take the Documents with 
him anywhere he pleases, as long 
as he does not leave the map. 


(X201.6) Orders of Battle 


IRANIAN RIP-OFF 

Map: urban 

Weather: Clear 

Iran (Alpha): regular infantry; 7 
BR, 6 AW, 1 MG, 2 SC, 10 mine 
points; track C; pres 18 


HIT AND RUN: NICARAGUA 
Map: rural (*see note); dense 
terrain, shallow river 


Weather: Clear or random Sum- 


mer 

USA (Alpha): elite infantry; 5 AR, 
1 MG,2 RL; track B; pres 16 
0018818188 (Bravo): conscript 
infantry; 4 AW, 4 SR, 1 AR, 15 
mine points; track D; pres 19 


* The Documents must be placed 
in the wooden shack. Alpha forces 
enter along map edge DE. 


PHILLIPINES RAID 

Map: urban 

Weather: Clear or random Spring 

Moro militants (Alpha): guerillas; 
5 BR, 6 AR, 2 RL, 2 SC, 1 MG 1 
truck; track D; pres 24 

Phillipines (Bravo): regular infan- 
try; 7 AR, 4 SR, 20 mine points; 
rtack E; pres 19 


(X201.7) Variations 


If both players agree, the 
Bravo player can place the 
Documents on the second or third 
floor of a headquarters building. 
If the second floor is used, the 


game length is 18 turns. If the 
third floor is used, the game 
length is 20 turns. 


(X202.0) Command Strike 


High on the list of strategic 
priorities is the capture of an 
enemy command base. An enemy 


command base in proximity of 8 


friendly base makes a particularly 
tempting target. 


(X202.1) Set-up 


The Alpha player selects a 
floor of any building located in 
area A, G, or H to be his Command 
Base. The Bravo player selects a 
floor of any building located in 
area C, D, or E to be his Command 
Base. Location of Command 
Bases are made available to the 
enemy player. 


Instead of one leader, each 
player designates two soldiers as 
leaders. Leaders can command 
any friendly soldiers. 


The players secretly divide 
their soldiers into two groups, 
assigning each a leader. One 
group will be deployed secretly, 
the other group will enter from 
the map edge. The players record 
on their roster sheets in which 
hexes their secret units are 
deployed; these secret units must 
be deployed inside their 
Command Base or within 10 
hexes of the outer walls of the 
Command Base (they may be 
deployed inside other buildings 
within this range). The other 
group enters along the map edge 
at the beginneng of turn one; the 
Alpha group enters along map 
edge AH, and the Bravo group 
enters along map edge DE. 


(X202.2) Movement to Contact 


In the first turn, soldiers can 
take no actions other than move- 
ment. In all subsequent turns, the 


normal sequence of play is fol- 
lowed. 


The secretly deployed soldiers 
remain concealed until they move, 
fire, or throw, or until an enemy 
man with an unblocked line of 
sight moves + ithin 10 hexes. 
Once spotted, units are placed on 
the map. 


(X202.3) Game Length 


The game has no set length. It 
ends when one side has achieved a 
victory ar when all soldiers have 
been Killed or Incapacitated. 


(X202.4 Victory Conditions 


To win, all enemy soldiers 
occupying the enemy Command 
Base must be Killed, Incapac- 
itated, or driven out, and at least 
one friendly soldier (healthy or 
wounded) must occupy the enemy 
Command Base for one full turn. 
(Example: An Alpha soldier en- 
ters the Bravo Command Base on 
turn 10 and kills the single re- 
maining Bravo soldier. If the Al- 
pha soldier remains in the Com- 
mand Base and no Bravo soldiers 
enter throughout turn 11, the 
Alpha player wins on turn 12.) 


(X202.5) Orders of Battle 


CHAOS IN KOREA 

Map: urban 

Weather: Heavy Rain or random 
Spring 

North Korea (Alpha): elite 
infantry; 9 AR, 3 AW, 1 IF V; track 
D; pres 30 


SHOWDOWN ON BORDER 
Map: urban 
Weather: 
Summer 
USSR (Bravo): regular infantry; 9 
AR, 1 MG, 1 RL, 1 tank, 20 mine 
points, 40 artillery points; track E; 
pres 21 

China (alpha): regular infantry; 9 
SR, 3 AR, 1 MG, 1 RL, 2 APC, 1 
TRUCK, 20 mine points, 40 
artillery points; track E; pres 20 


Clear or random 
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ISRAELI OFFENSIVE 

Map: urban 

Weather: Clear 

Israel (Alpha): regular infantry; 8 
AR, 3 MG, 1 RL, 1 APC, track D; 
pres 27 

Egypt (Bravo); elite infantry; 10 
AR, 2 MP, 1 MG, 1 HMG, 2 SC, 1 
tank; track E; pres 26 


(X203.0) Rampage 


Motivatéd by revenge, extor- 
tion, or sheer brutatlity, the goal 
of terrorists can simply be to do as 
much damage and spill as much 
blood as they can. Its nightmare- 
duty for Special Forces deployed to 
stop them. 


(X203.1) Set-Up 


Select 20 soldier units from 
the unused set of playing pieces to 
represent civilians. Civilians are 
always unarmed. 


Players alternate placing 
Civilians on the map, one Civilian 
at a time. All Civilians must be 
placed on streets, at least two 
hexes from the nearest door. 
When the deployment is com- 
pleted, there must be at least two 
Civilians in each of the eight 
areas on the map. 


Place one area control chit 
with the Bravo side up in each 
area of the map. 


All Alpha and Bravo forces 
begin the game off the map and 
enter the map on turn one. After 
the Civilians are deployed, each 
player rolls a die. The player with 
the highest roll enters on map 
edge AH. The other player enters 
on map edge DE. 


(X203.2) Movement to Contact 


In the first turn, soldiers can 
take no actions other than move- 
ment. In all subsequent turns, the 
normal sequence of play is fol- 
lowed. 


Civilians cannot move until 
their area is activated. See 
Special Rules (203.5) below. 


Soldiers can leave the map 
along any edge. Once they leave 
the map, soldiers cannot return. 


(X203.3) Game Length 


The game lasts 15 turns. 


(X203.4) Victory Conditions 


Victory is determined by the 
number of Alpha, Bravo, and Ci- 
vilian casualties and the number 
of buildings damaged by Alpha. 
Victory points are awarded at the 
end of the game as follows: 


Alpha player: 

5 points per Civilian or Bravo 
soldier Killed or Incapacitated 

3 points per Civilian or Bravo 
soldier Wounded 

3 points per building damaged 


Bravo player: 

10 points per Alpha soldier 
Killed or Incapacitated 

5 points per Alpha soldier 
Wounded 

10 points per Alpha soldier 
who has left the map 


The total of Bravo points is 
then subtracted from the Alpha 
points, and victory is determined 
as follows: 


Alpha substantial victory: 41 or 
more 

Alpha marfinal victory: 21-40 
Bravo marginal victory: 1-20 
Bravo substantial victory: 0 or 
less 


(X203.5) Special Rules 


Civilians have no activation, 
panic, ability, ar any other ra- 
tings, and they have no effect on 
preservation limits. Civilians can 
take no actions other than move- 
ment. The Bravo player controls 
the movement of the Civilians. 
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Civilians can only move on; 
their own when their area is activ- 
ated. An area is activated when 
an Alpha soldier moves, fires, or 
throws into it, or when a Civilian 
in a given area has an unblocked 
line of sight at an Alpha soldier 10 
or fewer hexes away. When an 
area is activated, flip the area 
control chit to its Alpha side. 
Once activated, an area can never 
become unactivated. 


Civilians in an activated area 
move in the Recovery Phase of 
every turn. Movement of each 
Civilian is determined individu- 
ally. The Bravo player rolls one 
die and consults the scatter 
diagram. The Civilian moves in 
the indicated direction or in either 
of the adjacent directions, at the 
Bravo player’s option. After pick- 
ing a direction, the Bravo player 
rolls again to determine how 
many hexes the Civilian moves. 
Civilians can cross door, window, 
and breach hexsides. They cannot 
leave the map. 


When a Civilian enters a buil- 
ding, he falls prone when he has 
finished his movement. A Civili- 
an inside a building does not move 
for the rest of the game. 


A Bravo soldier in the same 
hex as a Civilian may escort the 
Civilian, including those in un- 
activated areas. as long as he 
remains with him. A Bravo sol- 
dier can escort a Cibilian to any 
location in a building. When the 
Bravo soldier leaves him, the 
Civilian falls prone and cannot 
move for the rest of the game. 


Alpha soldiers are free to en- 
ter buildings to attack Civilians. 


A building is considered 
damaged for the purpose of 
determining victory if it has been 
breached or set on fire. A building 
can be breached with a satchel 
charge or rocket launcher as 
explained in the Standard Rules. 
The building is considered on fire 
if three of its interior hexes 
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contain a Fire marker. Bravo 
soldiers cannot put out fires, but 
fires may burn themselves out as 
explained in the Special Forces 
rules. 


(X203.6) Orders of Battle 


FRENZY IN FRANCE 

Map: urban 

Weather: Clear or random Spring 
Action Directe (Alpha): terrorist; 
4 BR, 2 MP, 3 SC; track D; pres 11 
France (Bravo): elite infantry; 6 
AR, 1 MP, 1 MG, 1 SC; track D; 
pres 16 
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LONDON BROIL 

Map: urban 

Weather: Clear or random Winter 
IRA (Alpha): terrorists; 3 AR, 4 
MP, 1 FL, 1 SC, 1 truck; track C; 
pres 177 

Great Britain SAS 9Bravo): elite 
infantry; 6 SR, 4 MP, 1 MG, 1 RL; 
track C; pres 24 


BELGIUM BLOODBATH 

Map: urban 

Weather: Thick Fog or random 
Spring 

Revolutionaries for Proleterian 
Action/FRAP 

(Alpha): terrorists; 4 MP, 3 SR, 1 
MG, 1 FT, 2 SC, 1 truck; track D; 
pres 17 

Belgium (Bravo): elite infantry; 9 
AR, 3 MP, 1 MG, 3 SC, 1 truck; 
track D; pres 20 


--—-—-—---4------- | 
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(203.7) Notes 


Of all the Special Forces 
scenarios - including the ones pub- 
lished with the game - this one 
was the toughest to balance. The 
victory points and victory levels 
are in the ballpark, but a few 
playtests revealed a troubling 
unpredictability in the number of 
variables. If anybody has other 
ideas for assessing victory in a 
rampaging terrorist scenario - or 
ideas about any other scenarios, 
for that matter - ld like to hear 
them. Drop me a line at 2620 30th 
Street, Des Moines, IA 50310. 
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OPTIONS 
FOR 
FRANCE 


by 
Thomas W. Barnes 


World in Flames, by Aus- 
tralian Design Group. 15 the most 
popular most realistic stra-tegic 
World War II game on the market 
today. Presented below are three 
rules designed to increase realism 
in the establishment of Vichy 
France, using the Free French, 
and the fate of the French Fleet. 
The three op-tions may be used 
independently of each other. Fol- 
lowing each rule is a brief dis- 
cussion of the reasoning and 
history behind it. 


A. Variable Vichy Estab- 
lishment - The Axis player may 
attempt to establish a Vichy 
french Government at the end 
(before rolling for end of turn) of 
any Axis impulse that Paris is 
Axis controlled. Count the num- 
ber of Commonwealth AMR, INF, 
PARA, and air units present in 
metropolitan France and divide 
by two (round up). The Axis 
player must roll one die and 
obtain a number equal to or 
greater than this sum or six. If a 
Vichy Government is established, 
the effect is immediate. If france is 
conquered before a Vichy Govern- 
ment is established, then only 
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French units in france itself are 
removed, all other French units 
and territories become Free 
French. 


Discussion - the vichy govern- 
ment was established quickly and 
in a very fluid situation. British 


support for France, as evidenced 


by the number of Englishmen 
fighting on the continent, was 
very much a factor in the minds of 
French leaders. If France had not 
formed a Vichy government, it is 
likely that she would have con- 
tinued the fight from her overseas 
possessions. 


B. Rearmament of the Free 
French - During any reinforce- 
ment segment after the United 
States is in the war, the Allied 
player may announce US rearm- 
ament of the Free French. After 
US rearmament, all Free French 
units are transferred to the US 
force pool and al! Free French 
units are treated as US units. If no 
Free French HQ unit is in the Free 
French force pool upon rearma- 
ment, one is chosen at random and 
added. In addition. on each Jan. 
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/Feb. after US rearmament, one 
Free French MTN or INF unit in 
the force pool may be exchanged 
for one AMR unit randomly 
selected from the French counters 
not in play. 


Discussion - the Free French 
operated as a de facto part of the 
US Armay from D-Day onward. 
The americans were as generous 
in providing in providing war 
material to the Free French units 
as to their own. 


C. The French Fleet - If 
France is conquered, all French 
naval units in continental France 
are removed (scuttled), the re- 
mainder, including any convoys, 
become Free French. If a Vichy 
French Government is estab- 
lished, the fate of the French fleet 
depends on the actions of the 
Allied and Axis players. The Axis 
player decides if he will demand 
the surrender of the Frenchfleet, 
and the Allied player decides if he 
will take military action to 
prevent the surrender of French 
ships. These choices are made 
secretly and simultaneously be- 


General Weygand (standing at the left) inspects the trenches of his 
Somme-Aisne defense system. It delayed the Germans only briefly. 
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fore any rolls are made to 
determine the fate of any French 
units. If the Allied player elects to 
prevent the surrender of French 
ships, he rolls one die and consults 
the Surviving Vichy chart. The 
result is applied to French naval 
units. This die roll is separate 
from the roll for land and air 
units. All French convoys, as well 
as French naval units in the 
repair pool, construction pool, or 
on the production spiral, are 
removed when a Vichy govern- 
ment is established. If the Axis 
player demanded the surrender of 
French ships, then he rolls one die 
for each French naval unit 
remaining after any reduction. On 
a roll of one or two, the unit is 
removed (scuttled); on any other 
roll it is placed in the repair pool 
and is treated thereafter as a 
German naval unit. The Axis 
player will thus have to repair 
any captured French ships before 
he uses them. If the surrender of 
the French fleet was not deman- 
ded, distribute the remaining 
French fleet using a separate die 
roll on the unit placement chart. 
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modified by three (+3) if the 
British had prevented the surren- 
der of the French fleet, the Axis 
did not demand its surrender, and 
there are any Commonwealth 
units present in the Vichy terri- 
tory invaded. The same roll, with 
the same modifiers, is made for 
each air and naval unit in the 
invaded territory. The Axis player 
may use any air or naval units 
remaining after these rolls to de- 
fend the invaded territory. Rolls 
for air and naval units are made 
when the Axis player attempts to 
use them (1.6. he will roll for an air 
unit during the Allied combat 


lid 


3 


1 


- 


When using this option, the 
reaction of Vichy units to allied 
attack is changed. Whenever an 
attack is made on a Vichy land 
unit, it surrenders (and is added to 
the Free French force pool) on a 
roll of four or less. This roll is 


phase if he wants to use it for 
defensive support). Vichy naval 
units at sea when their territory 
falls must rebase in mainland 
Vichy France. 


Discussion - In my opinion, a 
critical decision for the British not 


represented in the original game. 
British naval action against 
French ships was the reason for 
later hostility by the Vichy 
French toward Britain. The 
British, however, considered it 
vital that the French fleet not fall 
intact into Axis hands. The 
"repair" cost to Germany repre- 
sents the fact that the Germans 
would certainly have to provide 
German crews for any surren- 
dered French ships, as well as 
equip them with German signal- 
ling gear, etc. Besides, it is frus- 
trating to have a Vichy French 
fleet that does nothing but sit at 
Toulon and meekly wait to scuttle 
itself when the first German 
appears at the pierhead. 
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Task Force's Armor At 
Kursk game is an interesting 
simulation but it has much more 
potential than just being able to 
simulate the massed armor action 
fought at Prochorovka during the 
Battli of Kursk in July 1943. 
Armor At Kursk may also be 
used to simulate a typical German 
mobile defense action like the one 
fought near the Chir River in 
December 1942 following the 
disastrous German defeat at Stal- 
ingrad. 


James E. Meldrum 


The mobile defense of the Chir 
River is noteworthy for a number 
of reasons. In this action, German 
forces were firmly entrenched but 
were overrun by superior numbers 
of mecha anized Soviet forces. 
This action was one of the first of 
many such actions that would be 
fought by the German Army in 
Russia. Another reason why this 
action is moteworthy is the fact 
that in any coonflict between 
NATO and Warsaw Pact forces in 
Europe, the mobile defense will be 


“ARMOR AT KURSK 


one fo the most commonly fought 
battles. 


The Chir River battle was 
anticipated by the Germans who 
deployed their infantry in a 
system of strong points and used 
their mobile forces as reserves. 
The battle started with infiltra- 
tion by Soviet infantry followed by 
an unexpectedly heavy artillery 
barrage. Befort long, a Soviet 
tand corps penetrated the German 
lines and the mobile reserves were 
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ordered to destroy it. 


What developed next was 
probaly the most significant part 
of the battle-the deatruction of the 
Soviet 1st Armored Corps (a 
formation which was actually the 
equivalent and size of an armored 
division). Here, the German 
commander-General Von Mellen- 
thin-made a couple of important 
decisions. He committed his 11th 
Panzer division in masse rather 
than piecemeal and, consequent- 
ly, was able to concentrate his 
firepower for a decisive advantage 
over the Soviets who were spread 
out pursuing fleeing German 
infantry units. 


The other decision made by 
General Van Mellenthin was to 
attack the penetrating Soviet 
armored forces not from the front, 
but from the rear. By doing so he 
accomplished several things: 


1. He achieved complete sur- 
prise and inflicted very heavy 
casualties on the Russians. 


2. Cut the Soviet forces off 
from their supplies and reinforce- 
ments. 


3. Eliminated a Soviet bridge- 
head which would have soon 
consolidated into a center of re- 
sistance that would have been 
dificult to eliminate. 


4. Presented the Soviet com- 
manders with a situation that 
they were completely unprepated 
for, and for which they had no 
contingency plans. Consequently 
their rigid tactical command 
structure was crippled. 


The mobile defense of the Chir 


River area is also noteworthy 


because it serves to illustrate 
what kind of battle NATO forces 
might be forced to fight in Europe 
at some unknown time in the 
future. These tanks could just as 
easily be Leopard 2's and T-80's. 
In a future battle, weaknesses in 
the Soviet command structure 
will be exploited by NATO and 


used against the Soviets. Players 
may use the Chir River scenario 
to fight a mobile defense action 
against Soviet mechanized forces 
and determine how well they 
would do in a situation like thes 
which compliments the Armor At 
Kursk game system. 


The german mobile defense on 
the Chir River-December 1942 


This scenario simulates the 
German mobile defense of their 
positions along the Chir River 
following the successful Russian 
counterattack at Stalingrad. 
While this scenario is not an exact 
simulation of the Battle on the 
Chir River, it does simulate the 
kind of situation that the Ger- 
mans were confronted with. The 
SS units represent regular Ger- 
man Army units. The game 
lingth is 10 turns. The Russians 
move first in every gameturn and 
there is no air support or 
initiative determination in this 
scenario. 


Players are reminded that in 
any situation where the rules for 
this scenario may conflict with the 
original game rules, the original 
rules will take priority in re- 
solving the conf lict. 


Map Changes 


The west edge of the map is 
now considered to be the north 
map edge and all further refer- 
ences to geographical direction 
will be made with thes change in 
mind. ThePsel River is now the 
Chir River. All bridges are stan- 
ding and may not be blown. The 
map south of the 0800 hex 
row is out of play. The rail line 
printed on the map does not exist 
in thes scenario. 


Infantry units may now cross 
the Psel River at a cost of 2 mp per 
hex. Tanks and all artillery may 
cross the river but only on bridges. 
Any infantry unit which is at- 
tacked while in a Psel River hex 
has one added to the attacker"s 
combat resolution die roll. 


Soviet Forces 


The Soviet player receives all 
units except those of the 31st and 
33rd Corps. These forces are all 
avallable as initial units and are 
deployed anywhere north of the 
river. The Sovits receive no rein- 
forcements. As an option, the 
players may try adding all units of 
the 31st Corps to the Soviet initial 
units. 


German Forces 


(12) 3-5-6; (2) 1-2-18/a-3-4; (1) 
1-6; (1) 6-6. These units represent 
the German 336th Infantry 
division and elements of the 
Luftwaffe 181 Field Division. All 
infantry units are deployed in 
hexes adjacent to the south side of 
the river. One infantry unit each 
must be placed in 1933, 1934, 
2313. All other units must deploy 
south of the river and north of the 
road running from 1901-1631- 
1633. Also deploy an HQ group 
consisting of (1) 2-4-5 and (1) 1-0- 
24/a-1-4 in and/or adjacent to hex 
1317. 


The German player gets the 
11th Panzer Division as a rein- 
forcement on game turn three 
entering play in hex 1201. The 
11th Panzer consists of: (2) 7-6; (2) 
4-6-7; (1) 10-4; (1) 6-6; (1) 2-4-5; (1) 
3-6-7; (1) 1-2-16/S-6-6; (2) 1-2- 
18/A-3-4. 
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6. All German infantry units beginning the game in non-town 


Victory Conditions 


The Russians win this 
scenario by moving any five tank 
units south of the 0800 hex row by 
the end of the game. The German 
player wins by preventing the 
Russian player from achieving his 
victory conditions or by elimina- 
ting any 14 Russian units. 


ት 


Special Rules 


l.Both sides may fire across 
the river (5.23). 


2. All infantry and artillery 
have their movement allowances 
reduced by one when using non- 
road movement because of snow. 


3. There must be four German 
units adjacent to the river at all 
times. 


4. On game turn one all 
. Russian units have one added to 
their die rolls for combat reso- 
lution to simulate surprise. 


5. All German attacks made 
on Russian units made from the 
north (east in the original game), 
northeast, and northwest are 
resolved using the next highest 
differential. This rule simulates 
the effects of German attacks 
made on the rear and rear flanks 
of advancing Russian units which 
took them completely by surprise. 


As an example, a Russian KV- 
1 unit in hex 1922 is attacked by 
one German 7-6 and two 3-5-6 
units. The differential would not 
be the expected 


+5, but +6 
instead. 


terrain hexes adjacent to the Psel River have one added to 
their defense strength because they are assumed to be in 
strong points. If these units either move or are forced to 
retreat out of the hexes in which they begin the game, 
they immediately revert to their 

indicated defense strength 
for the remainder of 

the game. 
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AIR WAR 


ONCE MORE! 


by 
Karl Fischer, LT, USNR 
with thanks to 
Jay Vadnais 


Air War was the first 
wargame to give its players a true 
feel for the realities of modern air 
combat. You could almost see 
yourself racing low over ridge- 
lines, tensing when a surface-to- 
air missile launched directly 
ahead, and feeling relief as a 
break turn and chaff sent the 
missile screaming off to explode 
harmlessly behind you. 


As a former Navy Phantom 
jockey, Air War had the right 
stuff to get my wargamer blood 
pumping. Ten years of playing 
Air War has resulted in several 
modifications which I feel not only 
make the game easier to play, but 
also a better simulation than ever. 


Turning ability has always 
been critical in air combat, and 
that is the. major focus of the 
following variant rules. 


Air War's turning rules turn 
something of a blind eye to physics 
to produce their game mechanics. 
Aircraft suddenly lose half their 
effective speed upon entering a 
turn and just as suddenly get it 
back when coming out of the turn. 
IOt doesn't quite work that way in 
real life. In a real aircraft you can 
trade knots for angles, but that’s 
what the "Wings Vertical" and 
"Break Turn" movement point 
losses of Case 9.55 are for. 


RULE1: No movement points 
should be "spent" to buy turn 
points as stated in case 9.22. 
Merely bank the sircraft, and' start 
accumulating turn points once per 
each new hex entered (also see 
variant RULE 4, following). 


All aircraft have something 
called a "corner speed", a velocity 
at which their wings produce the 
most lift and hence a plan's best 
turn rate. For most modern jets 
corner speed is somewhere be- 
tween 325 and 480 knots 
(approximately speeds 3 and 4 in 
the game). Air War's jets actually 
perform £oo well at speeds of 5 and 
higher (transonic and above). The 
game F-16 Falcon's turn rate and 
corresponding "g" load is so high 
at speed 7 that a real F-16's wings 
would be ripped off its fuselage - 
though at 30+ "g's" its blacked- 
out pilot would hardly notice. 


RULE 2: Use the modifica- 
tions in the following chart to put 
turn point accumulation as des- 
cribed in Case 9.24 more in line 
with reality. 


TURN MODE ADD 


(PLUS) 
Altitude 
Band LO ML MH HI 
5 1 2 3 3 
6 3 4 5 6 
7 5 6 8 9 
8 7 8 10 12 
9 9 10 12 15 


14 -24 27 30 
15.- =m “So 33 
16 5... =ሪ =: 86 


AIR WAR 


Movement 
Allowance 


Note: The preceding turn mode 
adds are made before any 
additions for "Wings not Vertical" 
turns (see Case 9.53). What this 
table says is : "Get down to 
cornering speed when you really 
want to turn, and save the high 
speeds for going straight (for 
intercepts or separation). The best 
way to use this table is to make up 
new turn charts that incorporate 
the listed turn mode additions for 
each of your favorite airplanes - it 
saves having to refer to yet 
another chart in the heat of battle. 


Air War's break turns, on the 
other hand, aren't as effective as 
they should be. 


RULE 3: Subtract 2 from the 
aircraft's turn mode (vice 1 as 
stated in Case 102.32) when 
performing a Horizontal Break. 
To allow the above, modify the 
"New Edition Rules" Turn Mode 
chart (9.29) to include the fol- 
lowing: 


TURN MODE TURN POINTS 


-1 30 
0 25 


Rolling costs are grossly ex- 
aggerated in Air War. rolling my 
F-4 through 360 degrees (8 points 
in the game) might have cost me a 
few knots - but nothing like the 
120 knots the game demands. 
Rolling does take time though, 
and with Air War's 2-1/2 second 
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turns, even a little time lost 
means less maneuvering can be 
done. Therefore: 


RULE 4: An aircraft that is 
rolling does not lose movement 
points as stated in Case 9.6. 
Instead, the aircraft must move 
straight ahead without accumu- 
lating turn points for the number 
of hexes listed under "Roll Point 
Costs" on the aircraft's perfor- 
mance sheet before actually star- 
ting to turn. 


P = 22 


One parting shot. The manda- 
tory 1-level altitude loss required 
by Case 9.54 reflects reality only 
if the aircraft's wings are actually 
at 90 degrees (vertical). Level 
flight (no altitude loss) while 
making high "g" turns is simple. 
The plane's wings are merely 
banked a few degrees less than 
full vertical. 


RULE 5: Aircraft are as- 
sumed to have their wings near 
vertical, making the altitude loss 
of Case 9.54 optional. Lose a level 
only if you want to. 


My experience with the above 
variant rules is that they produce 
cardboard fighters and bombers 
that fly more like their real-life 
counterparts. So grab a jet, light 
the burners, and kick some butt! 
There are MIG's out there for 
lunch! 


PHT INO 


ADVENTURE 
SIMULATION 
GAME 


opyright 1983 
Hobby Japan Co.,Ltd. 
Tokyo Japan 


Copyright 1983 
Hobby Japan Co. Ltd. 
Tokyo Japan 


R MacGowan 


BATTLEPLAN #6 


፡ቾቾችችችቾችችችቾችችችቾችቾችቾችችቾችችቾችችችች 


እደናጴጸደናናናጸናናጸናናደደጳጵድቋፉ 
Wargame Depot 


10488 Baltimore Avenue 
Beltsville, Maryland 20705 


(301) 937-4504 


Mail Order Wargames 
፪ Discounts from 15 - 2596 


off retail prices! 


B No minimums - Discounts on 

every order no matter how small! 
Bi We carry all types of games... 
Computer Games 
Role-Playi:.g Games 
by ali gaming companies. 


Board Games 
Miniatures 


Avon Hill Victory Games 
GDW . GHQ 
SSI TSR and more! 


Why pay ful! price for games! We offer a large selection 
of gaming resources to fit everybody's needs. 


Alli inquiries welcome. Get our new 1988 catalog for $2.00 


(Free with any order) 
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PLAY BY MAIL GAMING 


PAPER MAYHEM 


“The Informative PBM Magazine ` 


H4. ng. a Nard time getting enough players 
'Ggether for your favorite role playing or boar- 
agame? Eliminate this problem ከሃ joining the 
world of play ከሃ mail! gaming 


Subscribe to PAPER MAYHEM and discover 
tne world cf play-by-mail (PBM) gaming Virtually 
every facet of PBM gaming (5 covered by PAPER 
MAYHEM Fantasy science fiction. historical 
and sports Each bimonthly issue brings you the 
lates! On varous PBM games in the forms of 
reviews and articles 


Also in PAPER MAYHEM. you learn about 
«hat the PBM companies are doing by reading 
our Gameline section Plus. in our PBM Activi- 
ty Corner section you can see what is happen- 
ing in the current PBM games that are running 


PAPER MAYHEM has been publishing news 
about the PBM games and companies since 
1983 We have improved and expanded to keep 
up with this ever popular activity of PBM gaming 


So why delay and miss out on all the fun? 
Read PAPER MAYHEM and take advantage of 
PBM gaming 


SEND SUBSCRIPTIONS TO: PAPER MAYHEM (Dept. BP) 
1518 Adams St Ottawa. Il 
61350 4764 
SUBSCRIPTIONS 1 year $20 25 
2 years $35 10 


Circle Reader Service #8 


: 


جا جار جا 04.0 $$ $ جار جا $ جار جار جات $ $4 جار جار عاد جار عار جد جارد جار عار 


CONTINENTAL RAILS 


Now YOU can become one of the famous (or 
infamous) railroad robber barons of the 1800 s. 
YOU can be the tycoon to drive Vanderbilt 
bankrupt or the first railroad president to earn 
the Golden Spike. 


Continental Rails is a fully computer-moderated 
play-by-mail game simulating the growth of the 
American railroads between 1840 and 1890. 
Fifteen player tycoons compete for the glory of 
wealth or prestige by stock speculations and 
manipulations, and by building and running the 
most famous railroads in the U.S. Each turn, 
players receive a customized computer report 
of game activity and a customized turnsheet to 
submit their instructions for next turn. 


Costs: Rules $3.00 Turn Fees: $4.00/turn 
Game Entry: $72.00 (Rules, set-up, 3 free turns.) 


SPIRAL ARM 
Spiral Arm is a play-by-mail game of strategic 
galactic conquest featuring a map of over 650 
stars. up to 50 players per game, 4 modes of 
ship movement, economics, technology 
development, customized turnsheets, and much 
more. 


Costs: Rules $2.50 Turn Fees: $4.50/turn 
Game Entry: $75.00 (Set-up, 3 free turns) 


FEUDAL LORDS 


Feudal Lords is our first and most popular game 
of medieval power politics set in Arthurian 
England. Fifteen players compete to become 
King of England through economic develop- 
ment, military conquest, and. diplomatic 
maneuvering. 

Costs: Rules $2.50 Turn Fees: $3.00/turn 
Game Entry: $70.00 (Rules, set-up, 3 free turns) 


For further information about these games, 
contact: GRAAF SIMULATIONS Dept. BP 


27530 Harper, St. Clair Shores, MI 48081-1924 


Wargames by Mail Order 


The 
WEEKEND WARRIOR 


8116 VAN NOORD AVE. NO. HOLLYWOOD 91605 


(818) 988-1441 


Not just another 


wargame mail order house! 
Specialists in hard-to-find 
and out-of-print wargames. 
Customer discounts 


available. 


We buy new and used games and game collections! 
No collection too large or too small. Please inquire! 


Also Headquarters for the Europa Gamers of Southern California 


Latest price list is free upon request or send $1.00 
per year subscription. Send payment to: Weekend 
Warrior, 8116 Van Noord Ave., North Hollywood, CA 
91605. (818) 988-1441. 


LEAD YOUR PLANET’S 
NHABITANTS to carve out 


a galactic empire 
in this challenging, 
intensely competi- 

tive, play-by-mail, 

strategy, simulation 
game. 


°" Info: FREE! 
Rules: $4.50 


SPECIAL OFFER: 


Buy a rulebook and play 
a shortened Sampler game FREE. 


` EGS POB 9078-51 BP Van Nuys. CA 91409 


For more information about play-by-mail 
games and companies, send for The Journal of 
the PBM Gamer, which is a lisitng of PBM 
Companies and their games. Send $1.00 to 
Paper Mayhem, Dept. BP, 1518 Adams St. , Ot- 
tawa, IL 61350. 


THE HEROIC AGE 


Here they are! Alive and real, the golden people of 
the Aeneid, 111130, and Odyssey, only now you 
control their destiny. The Heroic Age is a 
simulation of Bronze Age Greece during the age of 
Achilles, Odysseus, and the Trojan War. As the 
ruling family of one of the 34 kingdoms you have 
the opportunity to carve out your own history, and 
become High Lord of Achaea. 


For more information on our Play-By-Mail games: 


Games Without Frontiers 
P.O. Box 8226-BP 
Cherry Hill, N.J. 08002 
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The following is an article which 
originally appeared in "The Cana- 
dian Wargamers' Journal, Issue 
number seven. It is reproduced 
through their kindness, for your 
enjoyment. 


The Napoleonic Wars were 
fought on a continental scale. 
Each area of conflict had a 
completely different character. 
Russia with its vast expanse and 
frigid winters, Austria with a 
dense population and wide river 
crossings, and the home ground of 
France. But Spain and Portugal, 
the Peninsula, was the most 
unique campaign for many 
reasons. 


The terrain was very rugged 
with a poor road system. The main 
avenues of advance were protected 
by large fortresses; especially on 
the Portuguese and French 
borders. The countryside was poor 
and sparsely populated making 
foraging difficult. 


The Peninsular War features 
unusual troops besides the two 
best armies of the day; the French 
and British. The Spanish army 
swayed wildly from courageous to 
dismal. The Portuguese army was 
terrible at the beginning but 
improved greatly after intensive 
British training. The Spanish 
guerillas brought about a 
fundamental change to warfare 
that Napoleon never did fully 
appreciate. 


In the context of wargaming, 
this campaign has been difficult to 


EMPIRES IN ARMS 
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EMPIRES IN ARMS 
THE PENINSULA 


by 


Keith Martens 


simulate and its part in the 
overall context of the Napoleonic 
Wars is usually shoehorned into a 
typical Central European setting. 


Empires in Arms is the best 
simulation of strategic Napoleonic 
warfare available. It allows the 
player all the major decisions of a 
ruler of a country including diplo- 
macy, grand strategy, economics, 
corp creation and composition, 
leaders, tactics, supply, special 
units, and more lip service to 
naval operations. As far as the 
Peninsular War goes the game 
does a good job of integrating this 
campaign with a minimum of 
chrome rules but still gives the 
right feel. One senses the differ- 
ence when attacking Spain. It is 
not a Prussian campaign against 
units with yellow uniforms. 


What follows is some strategy 
notes on fighting on the Penin- 
sula. 


STRATEGY NOTES 


Obviously, the Peninsula is 
just part of the whole game 
(unless you are playing the 
Peninsular War scenario) and as 
such can not be completely iso- 
lated. I will assume that a major 
power has designs on the area 
(realistically only France or 
Britain) and invades Spain. 


DIPLOMACY AND 
GRAND TACTICS 


SPAIN: In most campaigns, 
Spain is an Uncontrolled Major 
Power unless there are seven 
players. This is not too surprising 
since 11 has a weak army and a 
poor economy, which does not 
make playing Spain a gamers' 
first choice. 


However, for gamers who 
want a challenge and think they 
are a master diplomat, Spain can 
be rewarding (you might even 
win). Spain needs a strong ally as 
a deterrent and in the early 
campaigns has one thing to offer, 
their fleet. 


A French/Spanish alliance 
matches 106 ships to Britain's 100 
in 1805. This is France's only 
chance to subdue the British fleet. 
The Spanish should seek sub- 
stantial concessions early in the 
game from the highest bidder, but 
be prepared to suffer the wrath of 
the spurned. 


FRANCE: Why would France 
attack Spain? Historically, Napo- 
leon tricked the king of Spain into 
a dungeon in Bayonne and basic- 
ally walked in. Unfortunately, the 
Spanish did not take this like 
Brussels businessmen and the 
word 'guerilla' was coined. 


I can think of three reasons 
why France or anyone would at- 
tack Spain. 

1. The Spanish are winning 
the game. 


BATTLEPLAN #6 


2. You feel you can defeat the 
Spanish quickly and gain a 
freehold in Spain. 

3. You want to lure an enemy 
into helping Spain and standing 
and fighting (most useful for the 
French to lure the English into 
battle). 


Number one is a valid reason 
and must be done, but two and 
three are fraught with peril as 
discussed in the upcoming cam- 
paign notes. 


BRITAIN: Britain will probably 
not invade Spain even if it is allied 
with France. But it will have a 
torrid battle for naval superiority. 
When Britain is allied with Spain 
and the French invade, it is a 
catalyst for unity in the east and 
Britain should do everything in its 
power to keep Spain in the game. 
A lot of games will see France 
either ally with Spain or leave 
them alone. Spain, in this case, 
could win a few games. 


CAMPAIGN NOTES 


If you invade Spain you may 
find the following useful. 


First of all, only attack when 
the great bulk of your army is 
free, and if France, your eastern 
borders are secure. Secondly, 
bring a lot of militia, and be 
prepared to lose a lot of men 
through foraging. Spain will not 
give up until you make them 
hurt... bad. If you capture Madrid 
and three or four provinces, Spain 
will just beg money of their allies 
and starve you out. The major ally 
will then simply pick at your 
bones. 


 HURTING THE SPANISH 


There are two ways to hurt 
the Spanish: 

1. Civil Disorder - If you ser- 
iousely threaten all his unceded 
provinces he will be forced to sue 
for peace. This takes a large force 
and is difficult with an interfering 
major power. 


2. Instability or Fiasco Poli- 
tical Status - If Spain has gained 
substantial holdings outside his 
home province he is open to 
threats. Spain knows he will lose 
political points and probably sink 
into the Instability Zone. He 
would then start to lose his 
foreign possessions. Early in your 
invasion, before Spain is hurt, 
offer an informal peace for what 
you want. The threat of what he 
might lose should bring him to the 
peace table. 


FRANCE: The minimum attack 
force needed by the French is 12 
Corp, 120 infantry (1/2 can be 
militia), 10 cavalry, and artillery, 
plus the 'Guard' if the British are 
to be contended with. All this to 
conquer lowly Spain? Yes, you 
need to threaten everywhere in 
strength. As for leaders Davout 
and Soult are probably adequate 
with the emperor's help needed for 
the British. Remember to use the 
biggest Corps possible since sup- 
ply is a major concern. 


Empires in Arms 
The Peninsula 
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EMPIRES IN ARMS 


SPAIN: Spain should fall back 
with their Corps and let their 
guerillas do the job. All fortresses 
should be garrisoned and held 
fiercly. One province (usually 
Kstamadura) should be held in 
force to avoid Civil Disorder. 


Avoid battle where possible 
and pick off the invaders’ 
garrisons. Use you guerillas to cut 
supply and occupy empty for- 
tresses. The poor Spanish leaders, 
and small, low morale Corp make 
stand-up battles suicide. however, 
a patient, vulture-like approach 
can re-enact the “Spanish ulcer” 
which caused Napoleon so much 
pain. 


BRITAIN: Facing Spain, Britain 
can gain Portugal but does not 
have the mass of troops needed to 
subdue Spain. Although they can 
secure three provincial capital on 
the coast and reek havoc on the 
Spanish. If France is deeply com- 
mitted in the east, a push on 
Spain can be contemplated but the 
guerillas will cause problems fora 
small British army. 


All, 


3 
Bordeaux 


pare 


Cartage 


Feedback Forum 
Battleplan Issue Z5 Feedback 


Ranked by Popularity 


Feedback Forum 
Remember the Maine 
Strategies 

Historical Research 
Classifieds 

Rodger MacGowan 
Interview 

Guns of August Mega- 
Variant 

Issue Overall 

Squad Leader 
Scenarios 

Russian Campaign 11 
Stratgies 


m. "ቃር ge PPr rr 


So whatdoes this mean? 

Well, it looks like you're still 
hot for this column and knowing 
what's going on with Battleplan 
magazine. Your feedback is very 
directional to this magazine, so be 
sure to write with praise as well 
as critisism. 

Curiously, the articles which 
have been ranking highest lately 
are the "reading" articles which 
we include as diversions from the 
Battleplan staple of meat and 
potatoes scenarios and variants. 
Let's face it, one does not sit down 
on the sofa and "read" a scenario, 
one plays it when they get the 
game set up (it just doesn't make 
good reading!). We believe this 
explains why these "diversion" 
pieces are rating so highly in 
Battleplan. 

Another possible explanztion 
for this phenomonon is the "love / 
hate” theroy. With variants and 
scenarios, the ratings tend to 
show a love / hate in the numbers 
(presumably depending on 
weather one owns the game for 
which the article has been 
written). Thus, scenarios and 
variants tend to pull a lot more 
I's, 2’s, 8's and 9's, losing the 
median numbers. With a 
"reading" article (like an 
interview, "how to," this column, 
ር1ር.), everyone can enjoy 11 
without needing to own a 
particualr wargame. Therefore, 


the theroy goes, the ratings are 
higher as they are instantly 
"common denominator" pieces. 

We'll have a feedback 
question on this concept of just 
how many "reading" articles you'd 
like to see in each issue. Please be 
sure to answer question number 
25 on your Feedback Card as your 
input is vital to this magazine's 
future direction. 


Reader's Comments: 
Well, since we forgot to write 

the word “comments:” on the 
Feedback card last issue, there 
were no coments! If we ever forget 
again, comment anyway!! 
Fortunately, however, we did get a 
letter. 


“...the variety, detail and subject 
matter of Battleplan still puts it 
ahead of The Wargamer and 
even S&T in my book. Keep up 
the good work. 

Now the sour note. UnlessI 
simmed it, you haven't yet 
published a correction regarding 
the Persian off-map boxes micro- 
variant that you published, back 
in Battleplan #1), I think it was. 
Though it may seem pendantic 
and niggling of me, it's a metter of 
principle and Fd appreciate it if 
you would slike in a line 
mentioning the matter..." 

Robert Norse 
San Francisco, CA 


I believe the problem was a 
lack of giving credit for the World 
in Flames micro-variant in the 
editorial of issue #7. It is hereby 
duly given! Thanks, Robert. 

If there was some error in the 
number, name or use of the new 
off-map boxes, the point is now 
moot as Australian Design Group 
has announced the forthcoming 
release of 4th Edition World in 
Flames, with new maps 
incorporating several new off-map 
boxes, the Middle East among 
them. Of course, our Battleplan 
readers will be the first to get all of 


the latest changes and revisions for 


this popular WWII game. 


Works In Progress 

Next issue premiers our first 
Battleplan mini-wargame! 
Actually, 11 will be the first 
wargame published by DTI, and 
we are very excited about it. 

Zulu War is a strategic/ 
tactical level game of the British 
campaign in South Africa in 1879. 
Units maneuver on the strategic 
map and engage in battle when 
occupying the same square. 
Battles are resolved on the 
Tactical Battle Display, with the 
Zulu units forming the head and 
horns of a fighting bull-buffalo 
and charging into the thin red 
line. Combat has an incredable 
feel, right out of the movies, as the 
British Player thows zillions of 
dice trying to decimate Zulu forces 
and crack their morals before flood 
over the ramparts. Designed by 
Erich Faust, this game is a fun 
little number that you'll have a 
great time playing! 

The Rock (Axis invasion of 
Gibralter) is being sent out to 
playtest groups currently, as is the 
Sicily / Anzio mega-variant. We 
want to thank Tom Oleson for 
volunteering to help with Sicily. 
Some of our readers might be 
curious to know that Red Sun 
Black Cross is currently being 
developed by none other than our 
star writer, James E. Meldrum (no 
release date is scheduled). 

From last issue's feedback, it 
was a landslide in favor of 
Surrender in Italy, an 
operational game of the final days 
in April of 1945 in Northern Italy. 
Broglia Marco of Torino, Italy is 
the designer and is hereby given 
the go ahead on this project. 


"Reccommended Reading" - F&M Staff 
Canadian Wargamers 


Journal 


This magazine is full of reviews, variants and strategy 


articles for board, computer and miniature wargames 
with a Canadian emphasis, but useful to all gamers. 

$10.50 (U.S. funds for non Canadians) for a six-issue, 
bi-monthly subscription. (US postage paid).Send checks 
to: The Canadian Wargamers’ Group, 207 Bernard Drive 
N.W., Calgary, Alberta, Canada T3K 2B6. 
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BATTLEPLAN 
Feedback Questions 


Issue #6 June/July 1988 


How to use the Feedback Response Card: 
After you've finished reading this issue of 
Battleplan, please read the Feedback 
questions below, and give us your answers by 
writing the answer-numbers on the card in 
the response boxes which correspond to each 
questions number. The response card is to 
your right, on the bottom corner. 


Please be sure to answer all questions (but do 
not write anything in the box for question- 
numbers labeled "no question"). Your 
answers will help steer Fire & Movement and 
Battleplan magazines, which will, in turn, 
help steer the hobby. 


What the numbers mean: When answering 
questions, "0" or a dash “-” always means NO 
OPINION or NOT APPLICABLE. When a 
question requires a "yes or no" answer, 1” 
means Y ES and “2” means NO. When the 
question is a rating question, "1" isthe 
WORST rating, "9" is the BEST rating, "5" is 
an AVERAGE rating, and all numbers in 
between express various shades of approval or 
disapproval. 


The following questions ask you to rate the 
articles in this issue [1 = poor; 9 =excellent; 

0 — no opinion]. Be sure to rate the article, not 
the game, book or product reviewed! 


1. Editorial 

2. Miday Random Events 

3. Hastings Revies/Corrections 

4. Battle of Senlac 11111 Variants, Strategies 
and Tactics 

5. A House Divided MegaVariants 

6. Central America Scenario 

7. That Dirty, Double-Dealing Nuclear War 
Variant That Only Leaves You With Half a 
Chance 

8. Axis & Allies Variants 

9. Rumania Uber Alles - Russian Campaign 
Strategies 

10. Sniper Special Forces Scenarios and — : 
Variants 

11. Options for France in World in Flames 
12. Armor on the Chir River - Armor at Kursk 
scenario 

13. Air War Once More Variants 

14. Empires in Arms - The Penninsula 
Strategies and Tactics 

15. No Question 

16. Gamer's Guide Classifieds 

17. Feedback Forum 

18. Issue Overall 


19. Was this issue better than the last one? 


20. Assume that you don’t subscribe to 
Battleplan. Would the quality of this issue be 
enough to get. you to subscribe? 


21. Did you send in the feedback card for your 
last issue of Battleplan? 


22. Since last issue, how much of your 
wargaming is done on a computer? Rate from 
a 1 2 none to 9 = all scale 

23. Since last issue, how much of your 
wargaming is played solitaire? Rate from a 

1 = none; to 9 ع‎ all scale. 

24. No question. 

T'he following questions concern current 
wargaming hobby trends and issues. 

25. In the Feedback Forum of this issue there 
15 a discussion of why "user" articles (like 
variants and scenarios) rate lower in the 


Feedback than "reader" articles like 
interviews and how-to articles. Do we have 
the right "mix" or user ard reader articles in 
Battleplan for you? 1 = Scrap the variants & 
scenarios, just give me stuff! can read; 

2 = Leave some variants and scenarios, but 
put a lot more readable articles in; 8 = Maybe 
a few more readable articles would do nicely; 
4=] like the current mix of articles; 5 = Less 
reader articles and more scnearios and 
variants, please; 6 =1 don't want any reader 
articles, just give me variants and scenarios! 


26. No question. 


Rate the following proposed Battleplan mini- 
wargames on a I to 9 scale, with 1,2,or 3 little 
interest in seeing the game; 4,5,0r 6 
indicating some interest in seeing the game; 
and 7,8,0r 9 indicating considerable interest 
in seeing the game produced as a mini- 
wargame in a future issue of Battleplan. 


27. Triumphant Fox. The Gazala battles, 
May/June, 1942. Regiment / brigade level 
with some batallions and a Rommel coutner. 
Two day turns, two scenarios. 


28. Zimmerman's War. This hypothetical 
game presumes that the Zimmerman 
Telegram begins an armed conflict between 
the unprepared U.S. and post-revolutionary 
Mexico during WWI. 


29. Greece Resists! Operational game of the 
initial Italian invasion of Greece in 1941, and 
the Greek counter-offensive along the 
Albanian / Greece border. 


30-32 No Question. 


T'he results of the following questions comprise 
the statistics in the Fire & Movement Games 
Rating Chart. After each game title there are 
six questions lettered "A" through “F”. 

Unless otherwise noted, these questions are 
answered with a "1" (poor) through "9" 
(excellent) rating. 


Question A- What did you think of the game's 
play balance and "excitement level" (was it 
challenging and interesting for both sides)? In 
effect, how was it as a game? 


Question B- What did you think of the game's 
perceived realism (does it "feel" historically 
accurate)? In effect, how was it as an historical 
simulation? 


Question C- What did you think of the quality 
and "completeness" of the game's rules (was 
everything thoroughly explained, including 
examples and illustrations)? 


Question D- What did you think of the 
physical quality of the game's components 
(map, box, counter, art & illustrations, rules 
book, and/or CRT screen displays for 
computer games)? 


Question E- What did you think of the game 
overall, both as a game and as an historical 
simulation on a given topic and scale as well 
as the physical product quality? The single 
value at which you rate this must be 
considered as a synthesis of these elements, 
and the game's success at merging them. 


Question F- How would your rate the Solitaire 
Playability of the game on a 1 = none to 

9 — perfectly suitable for solitaire play scale. 
This number represents the ease of getting the 
maximum amount of the enjoyment and 
learning from the game systems through 
solitaire play. 


Question G- Did you receive your money's 
worth for the game? (1 ع‎ Yes; 2 ع‎ No). 


If your have not played these games, or have 
not played them enough to be able to accurately 
evaluate them, simply place 0’s or dashes ( - ) 


in all the boxes. 


Sniper 2nd Ed. (STR) 
33. A (as a game) 

34. B (as a simulation) 
35. C (the rules) 

36. D (the graphics) 
37. E (overall) 

38. F (solitaire) 

39. G (money’s worth) 
40. No question 


Central America (VG) 
41. A (85 a game) 

42. B (as a simulation) 
43. C (the rules) 

44. D (the graphics) 

45. E (overall) 

46. F (solitaire) 

47. G (money's worth) 
48. No question 


A House Diveded (GDW) 
49. A (as a game) 

50. B (as a simulation) 

51. C (the rules) 

52. D (the graphics) 

53. E (overall) 

54. F (solitaire) 

55. G (money's worth) 

56. No question 


World in Flames (ADG) 
57. ላ (as a game) 

58. B (as a simulation) 
59. C (the rules) 

60. D (the graphics) 

61. E (overall) 

62. F (solitaire) 

63. G (money's worth) 
64. No question 


North German Plain (S&T) 
65. ል (as a game) 

66. B (as a simulation) 

67. C (the rules) 

68. D (the graphics) 

69. E (overall) 

70. F (solitaire) 

71. G unoney's worth) 

72. No question 


The Tigers are Burning 
(S&T) 

73. A (as a game) 

74. B(as a simulation) 
75. € (the miles) 

76. D (the graphics) 

TT. E (overall) 

78. F (solitaire) 

79. G (money's worth) 

80. No question 


Battle For Frankfurt 
(CounterAttack) 

81. A [95 a game) 

82. B (as a simulation) 
83. C (the rules) 

84. D (the graphics) 
85. E (overall) 

86. F (solitaire) 

87. G (noney's worth) 
88. No question 


La Grand Armee (TSR) 
89. A (as a game) 

90. B (as a simulation) 
91. C (the rules) 

92. D (the graphics) 

93. E (overall) 

94. F (solitaire) 

95. G (money's worth) 
96. No question 


Partasan (AH) 

97. A (as a game) 

98. B (as a simulation) 
99. C (the rules) 

100. 1) (the graphics) 
101. E toverall) 

102. F (solitaire) 

103. (1 (money’s worth) 
104. No question 


Thunder at Cassino (AH) 
105. A (as a game) 

106. B (as a simulation) 
107. C (the rules) 

108. D (the graphics) 

109. E (overall) 

110. F (solitaire) 

111. Gtmoney’s worth) 


112. No question 


Moscow 1941 (TSR) 
113. ል (as a game) 

114. B (as a simulation) 
115. C (the rules) 

116. D (the graphics) 
117. E (overall) 

118. F (solitaire) 

119. G (money's worth) 
120. No question 


Sniper / Hetzer (TSR) 
121. A (as a game) 

122. B (as a simulation) 
123. C (the rules) 

124. D (the graphics) 
125. E (overall) 

126. F (solitaire) 

127. G (money's worth) 
128. No question 


Horse Soldiers (S&T) 
129. A (as a game) 

130. B (as a simulation) 
131. C (the rules) 

132. D (the graphics) 
133. E (overall) 

134. F (solitaire) 

135. G (money's worth) 
136. No question 


Shot & Shell (3W) 
137. A (as a game) 

1:38, B (as a simulation) 
139. C (the rules) 

140. D (the graphics) 
141. E (overall) 

142. F (solitaire) 

143. G (money's worth) 
144. No question 


Great Battles of the 
American Civil War (SSI) 
145. A (as a game) 

146. B (as a simulation) 
147. C (the rules) 

148. D (the graphics) 

149. E (overall) 

150. F (solitaire) 

151. G(money’s worth) 
152. No question 


Sons of Liberty (SSI) 
153. A (as a game) 

154. B (as a simulation) 
155. C (the rules) 

156. D (the graphics) 
157. E toverall) 

158. F (solitaire) 

159. G (money’s worth) 
160. No question 


7th Fleet (VG) 

161. A (as a game) 

162. B (as a simulation) 
163. C (the rules) 

164. D (the graphics) 
165. E (overall) 

166. F (solitaire) 

167. G (money's worth) 
168. No question 


Panzer Strike! (551) 
169. A (as a game) 

170. Btasa simulation) 
171. C (the rules) 

172. D (the graphics) 
173. E (overall) 

174. F (solitaire) 

175. G (money’s worth) 
176. No question 


Buy/Sell/Trade 


For Sale: Victory's Civil War, Vietnam, 


Gamer’s Guide: 


Classified 

The Gamer’s Guide: Clas- 
sified is a service we provide our 
readers. As you might expect with 
ads of this kind, “let the buyer 
beware.” This magazine makes no 
guarantees to any seller’s claim, 
nor is responsible or liable for 
such. You’re on your own. 

Each ad is allowed 30 words 
of text plus a name, address and 
phone numbers (home, indicated 
by an H-; and work, indicated by a 
W-) and runs for three consec- 
utive issues (or, for Conventions, 
until the convention begins, 
whichever comes first!). 

There are 8 categories in 
which you may place your own ad: 
Opponents Wanted, $1; Buy, Sell, 
Trade, $2; Game Clubs, $4; 
Conventions, $0; Publications, $8; 
Play-by-mail, $8; Retail, $8; and 
Wholesale, $8. The costs for run- 
ning different types of ads are as 
indicated. 

All ads should be sent, along 
with checks or money orders made 
payable to: 


BATTLEPLAN 

Dept: GGC 

P.O. Box 8399 

Long Beach, CA 90808 


Opponents Wanted 
iad igen aa ponis 
REACH OUT AND | 
. CRUSH 
| SOMEONE... | 


i Try an Opponents | 
. Wanted ad TODAY! . 


Ùe o am o am oò am s am s am a mm e mi 


Korea, $15; AH’s Flattop, Squad Leader, 
Firefight, $15; AH’s Gettysburg (new), 
Fortress Europa, 3rd Reich, $10. 

Ben Harb 

10341 Lassen 

Los Alamitos, CA 90720 


For Sale: Lizard's coil in massive silver and 
tourmaline belt buckle $675. 

Gloria Massey 

5580 La Jolla Blvd. Suite 439 

La Jolla, CA 92037 

(619) 436-3865 


For Sale/Trade: 40+ games & magazines, 
AH, 8፻1/፲58, GDW, Yaquinto, others. 
Wanted: SPI Napoleon's Last Battles Quad 
(designer's edition, hardboards), MUST BE 
MINT. Send list and/or SASE. 

John M. D'Addario 

35 Greenbush St 

Cortland, NY 13045 

H (607) 753.0614 


Wanted: Out-of-print wargames for resale. 
Will pay only reasonable prices. Send list of 
games with detailed information on their 
condition, packaging, and asking price. All 
games must be complete. 

ETNYRE Inc. 

Wargame Division 

119 N. Virginia St 

Reno, NV 89501 


For sale or trade: Royal Navy, Pacific Fleet, 
Malaya & Burma, Pearl Harbor, Hell's 
Highway, Aachen; Task Force Games, West 
End Games, Wargamer and S&T issue games, 
football games, postpaid UPS. 

James C. Gordon 

2601 College Ave #311 

Berkele3y, CA 947704 


Selling off large accumulation of new and 
used, recent and old wargames, magazines, 
etc. SASE gets list, or call. 

Timothy Stabosz 

45 Countyry Manor 

Orland Park, IL 60462 

H-(312) 361-2999 


For Sale: Boardgames, all in very good 
condition. Many old and out of print. 
Wanted: computer games for C64. 

Richard L. Skimming 

Rt#1 Box 159E 

Chattaroy, WA 99003 


"Recommended Reading" - F&M Staff 
Canadian Wargamers 


Journal 


This excellent little (8.5" x 7") maga- 
zine is always full of reviews, variants and 
strategy articles for board, computer and 


miniature wargames with a Canadian 
emphasis, but useful to all gamers. A must 
for any grognard worth his salt. 

The price is $10.50 (U.S. funds for non 
Canadians) for a six-issue, bi-monthly sub- 
scription. (US postage paid). 

Send checks to: The Canadian War- 
gamers' Group, 207 Bernard Drive N.W., 
Calgary, Alberta, Canada T3K 286. 


Wanted: American Civil War games, Naval 
wargames of any period, Quarterdeck, 
Simulations Canada, and Stratomatic games. 
Parts for wooden Risk and Monopoly, 
American Heritage’s Broadsides and Fuedal. 
Also, children’s games any type. 

Jeff Wilson 

1929 Coronado Dr. 

Riviera, AZ 86442 

H-(602) 758-4584 


Wanted: Old, out of print, or unusual 
wargames. Very interested in Revolutionary 
War, WWI (esp. air combat), and Carrier 
wartare games. Send description and price 
asking. 

Kip Kohlman 

201 18th St. N.W. 

Minot, ND 5870 


For Sale: Punched: Strategy One, USN, 
Combat Command, U Boat, Guadacanal, 
1914, Battleline's Wooden Ships, 
Dreadnought, Fast Carriers, NATO, Red 
Star/White Star. Mint - Ironclads and 
Ironclads expansion, Shenandoah, Ironbottom 
Sound. 

Jeff Wilson 

1929 Coronado Dr. 

Riviera, AZ 86442 

H (605) 758 4584 


NEW GAMES FOR 
OLD! 
With your 
Buy/Sell/Trade 


listing 
in the Gamer's 
Guide: Classified! 


Used game collection for sale. SPI flat boxes, 
SPI magazine games (without mags), old 
GDW & Rand games, etc. Send SASE hr list: 

Rick’s Used Games 

c/o Rick Loomis 

P.O. Box 1467 

Scottsdale, AZ 85252 

W (602) 945 6917 


Put yourself in action! Combat Quandry 
Cards puts your tactical knowledge on the 
line. 15 story/puzzle cards, 8-1/2 x 11 each 
with solutions. WWII All theatres. Set - $6.00 
Take The Test! 

Flaktower 

Dept. "B" 

R41 Box 1656 

Grayling, MI 49738 


Buy, sell, trade: boardgames, new or used; 
15mm miniatures, painted or unpainted; call 
or write. I will negotiate almost anything. 

Norris Hazelton 

19004 53rd Ave. N.E. 

Seattle, WA 98155 

H (206) 361-2697 


T 


MUST SELL: Large collection of boardgames, 
modules and magazines. Many unpunched, 
wholesale prices. Includes AH, GDW, FASA, 
TSR, SPI, 3W, WEG, F&M, Dragon, 
Wargamers Digest. Send large SASE. 

Robb Wilson 

1001 Luxor 

Corpus Christi, TX 78412 


For sale: Many SPI and non SPI games, both 
old and new. All in very good condition. 
p reply assured. Send a large SASE for 
ist. 

Lim Hambacher 

4758 E. 26th ST 

Tucson, AZ 85711 

H (602) 790 5993 


For Sale: S&Ts, Wargamers (with and 
without games), the General, etc. Wargames, 
new and out of print by SPI, GDW, AH, VG, 
Yaquinto, etc. Mint and punched. Send SASE. 

RickHerrick 

5425 S. Osage 

Wichita, KS 67217 

H (316) 522-5587 


Game Clubs 


Santa Fe Springs Gamers Association. All 
types of BG’s and RPQ’s. All ages. New 
members welcome! Tues/Thurs 5-9pm, 
Saturdays 9am-5pm. Town Center Hall, 
11740 E. Telegraph Rd, Santa Fe Springs, CA 
or call (213) 863-4896 during club hours. 


Washington Gmaers Association, meets 
monthly, Dues of $5 gets 6 issue sub to our 
bimonthly newsletter bos issue is 1 

over 13 years of publication!) Free ads and 


contract service. Contact: 


Dennis Wang 

2200 Huntington Ave 
Alexandria, VA 22303 
H (703) 960-1259 


Las Vegas Hexagon Society invites all 
WARGAMERS to join the fun! All types are 
played! Sessions meet bi-weekly, Saturday, 


10am to 6pm. Call evenings for info. 
James McCormick 
1450 Harmon Ave 224C 
Las Vegas, NV 89119 
H (702) 794-3523 
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COME OUT OF THE 
GAME CLOSET! 
List your club here! 


ዢ سے‎ nmm um ክ.ከ oe m 


Miami Gaming Club seeking new members. 
All types of boardgames played. We meet once 
a week from 7-11pm, Thurs, or Friat 7200 
S.W. 7th St., Miami. Call for more info: 

Rex: 264 9752 

Steve: 271-5418 


Your Publication 


Gets Discovered 
With a Classified Listing! 


Publications 


Fire & Movement is the independent forum 
of board and computer wargaming. The 
leading professional magazine of the hobby is 
now in its 10th year. Published bi-monthly, 6 
issues are only $20.00. For more information 
or to subscribe write to: 

Fire & Movement 

P.O. Box 8399 

Long Beach, CA 90808 

or call (213) 420-3675 


A First Class Chance 
to find new PBM 
| customers by listing here. 


Play-by-mail 


Emprise Game Systems 
WARP FORCE EMPIRES with CorGaSyl. All 
the traditional adventures of play -by-mail 
without the usual drawbacks. Write for free 
additional information or send $4 for info plus 
rulebook. Member: GAMA, PBMA 

Emprise Game Systems 

P. O. Box 9078-S/CM 

Van Nuys, CA 91409 


Retail 

British Isles, Earth, Grand European, Moon. 
“FOUR” VARIANT RISK GAMES. 
All cards, Maps, Rules ONLY $10U.S. 
Cash, Cheque, Money Order to 

John R. Bich! 

#108-2040 York Ave 

Vancouver, B.C, 

Canada V6J 1E7 

H-(604) 732-3568 
SATISFACTION GUARANTEED or Money 
Back. Believe this! Believe it! 


Save up to 25% on all wargames and 
assecories. For a catalog send $2 (refunable 
with first order) and a self addressed stamped 
(two stamps) envelope to: 

ETNYRE Inc. 

Wargame Division 

119N. Virgima St 

Reno, NV 89501 


Game Designer's Guidelines for 
BATTLEPLAN magazine 

BATTLEPLAN publishes small, "mini- 
wargames" on occasion. While the designer is 
free to chose a "hot topic," the phyiscal format 
for the published game must be able to meet 
the publishing criteria below: 

7» Map size, 11" x 17" maximum, although 
smaller maps are not only permisable but 
preferred. 

>Rules, no more than 3,000 words, if 
possible. Low complexity levels preferred! 

2 Counters, up to you. They can be full color, 
if needed (avoid back-printing), on cut-out 
cardstock inserts (so don't have a lot of 
stacking, either, if you can help it!). 

2 Charts & Tables, don't go overboard. 

Begin by submitting a one page game 
proposal to: BP Games Editor, P.O. Box 8399, 
Long Beach, CA 90808. In it, describe 
generally the game you wish to design. 
Mention the topic, scale, complexity, and the 
number or counters, charts and tables that 
will probably be needed to make the game. 

If the proposal is accepted for 
development, you will receive a 'go ahead' on 
it, plus our standard "Poor and Obscure" 
contract (you didn’t think you'd get "Rich and 
Famous" designing little wargames did 
you?). The pay scale varies, but it is around 
$130.00 per game design, plus a royalty if we 
ever publish it seperately as a boxed game 
(don't hold your breath). You'll owe us two 
playtest copies of the game, plus a historical 
background article as well as designer's 
notes. We'll owe you the money, your name in 
the credits, and five copies of the game 
(presumably for your mother). 


Return With Article Submissions for 
BATTLEPLAN magazine 
AGREEMENT 
This agreement between BATTLE- 
PLAN magazine, a division of Diverse 
Talents, Inc., with its address at 5374 
TER Road in Long Beach, CA 90808, 


Print your name here | 
(hereafter known as Author) of: 


_ Insert title of article submitted 
(hereafter known as Work). 


WITNESSETH 

1. The Author affirms that no portion of the Work has 
been previously published, except for citations « 
portions of the work indicated to be such with due 
attribution. 

2. The Author affirms that no portion of this Work is 
concurrently submitted for consideration for publication 
elsewhere. 

3. Should the Work be published in BATTLEPLAN, it 
shall be understood and agreed that the Author will be 
compensated upon such publication at the most recently 
published honorarium rate. 

4. Should the Work be accepted for publication in 
BATTLEPLAN magazine, the Author assigns all his 
rights, title and interest in the Work to BATTLEPLAN 
magazine, or its assigns, absolutely. 


Date Submitted: 
Social Sec. # 


Author's Address: 


City: State: Zip: 


Writer's Guidelines for 
BATTLEPLAN magazine 


We are always looking for new contribu- 
tors, many of whom come from the ranks of 
our readers. Often our readers write their 
very first published articles for BATTLE- 
PLAN. If you feel that you can express 
yourself clearly on paper, we invite you to 
submit your variants and reviews to us. You 
may write on any game or other related topic 
which you enjoy that might be of interest to 
our readers. We will consider articles on any 
type of historical, political or military adven- 
ture gaming product, particularly new 
releases (for current reviews). Variants and 
scenarios to both new releases and old 
favorites are particularly desired , however, 
they should be more of the "play-tested" 
variety and less "experimental" in terms of 
development and game balance. 

Manuscripts should be typewritten or 
computer printed with a dark ribbon on white 
paper, double-spaced, and amply margined. 
Computer printouts should be ragged right 
(not justified!) and burst. Game titles should 
be in upper and lower case letters and 
underlined (eg. Russian Campaign). 

Game and product reviews should be 500 
to 850 words in length, presented in a brief, 
capsulized format (see the adjoining review 
format guidelines). We are not looking for for 
in-depth analysis in a game review, merely 
brief concise descriptions of games. Variants 
of all sizes, but particularly short variants, 
clarifications and optional rules running 
from 350 to 1600 words are particularly 
welcome, as are full blown scenarios and 
"mega-variants" (with cardstock compon- 
ents). Note that a "word" is defined as five 
letters plus a space, or six characters. Longer 
articles are still welcome, but shorter articles 
are best to start with and easier for us to 
publish. 

Submissions will not be returned to 
writers, so only send us copies of your work, 
not originals. ል cover sheet should be inclu- 
ded with all submissions and contain the 
author's name (as you wish it to be pub- 
lished), address, telephone number, sugges- 
ted title, and the date submitted. A completed 
facsimile of the writer's agreement, left, must 
also be included with the article. 

Ease of editing will increase probabil- 
ities of article acceptance. The Editors defer 
to Fowler's Modern English Usage, Strunk 
and White's Elements of Style, and Webster's 
New World Dictionary on matters of gram- 
mar, syntax, and spelling. 

All articles submitted automatically 
become the property of this magazine. In 
submitting an article, the author affirms that 
none of the material is copyrighted, previ- 
ously published or concurrently submitted for 
consideration for publication elsewhere. 
BATTLEPLAN currently pays 1.5¢ per word 
upon publication. All submissions should be 
sent to: Editor, Pete Flahive, P.O. Box 8399, 
Long Beach, CA 90808. Please include a 
stamped, self addressed post card for an 
immediate appraisal respotse. 

Some review copies of certain games are 
available at the office for established game 
reviewers. If you would like to write for 
ownership of the review copy as well as 
payment, please contact the Editor, who will 
let you know if a review copy is available to 
send to you. The Editor controls the writing 
assignments, with the assistance of the 
various magazine Department Editors. 


Veteran Writer’s Guidelines for 
BATTLEPLAN magazine 

If you already have some experience 
writing for gaming magazines, here is a more 
detailed description of the different types of 
features found in BATTLEPLAN. 


GAME REPLAYS: 

This is a basic analysis of a game (or 
game turn) described by being actually played 
out. It is a nuts-and-bolts look at the 
mechanics of the game’s operations, as well as 
strategies and tactics, as described through 
the playing of a game or just a turn or two. 
Generally, 5-7 ms. page length is about right 
for a short Game Replay, although longer 
pieces like those used in The General will be 
considered as well. Naturally, detailed 
examples of play, indicating specific board 
spaces and unit locations, combat results 
tables, die rolls, etc. almost entirely 
constitute this type of analysis article. A 
reader must really have felt like he has read 
a good, solid “test drive” of the game. 


COMMANDER’S NOTEBOOKS: 

In addition to Game Replays, we are 
interested in what we call the Commander’s 
Notebook, or other ‘how to play’ articles. 
These discuss game strategies, tactics, rules 
subtleties, tricks, etc. The best of these type of 
analyses cover not only what is best/optimum 
play, but also show why the suggested 
strategies and tactics are best by examining 
alternative approaches to the game. In other 
words, they are true analyses. This type of 
article requires exhaustive playtesting, but is 
often the most rewarding. 


VARIANTS: 

While virtually any suggested change to 
a game is a variant for it, we are more 
interested in brief, intelligent variants. 
These might be of the Quick and Dirty 
variety (1/2 - 1 1/2 ms. pages), which arejusta 
few sentences or paragraphs suggesting an 
optional rule or changes to existing rules. 
Alternately, they might be more comprehen- 
sive revisions of already existing popular 
wargames running from 3-7 ms. pages or 
more. 


SCENARIOS: 

Scenarios are complete ‘games within 
games.’ They usually consist of listing 
alternate orders of battle and victory 
conditions. Occasionally, an odd chart or 
table is required to round out the components 
for a standard game Scenario article. Length 
may vary, but should be about 3-7ms pages. 


MEGA-VARIANTS AND SCENARIOS 

These babies are like the ones described 
above, except that they often require 
additional game components be created by 
the magazine such as counters, maps, charts 
and tables, game cards, etc. There’s is no 
telling on the length, but the components 
must conform to the physical production 
limitations description as previously 
described under Game Design for BATTLE- 
PLAN. 
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In their Quiet fields The Maryland Campaign has failed. The Army of Northern Virginia is crippled by combat The Gamers, Inc. 


losses and straggling. The Army of the Potomac is close at hand with nearly twice as 502 S. East St. 
Civil War, Brigade Series many men. A lesser man would withdraw into Virginia, rest the army, and seek battle Homer. IL 61849 
Scale: 200 yards per hex on another day. Robert E. Lee is not a lesser man. (217) 89 6-2145 


30 minutes per turn 


In their Quiet fields is a fast moving game of Civil War combat. An emphasis on mobile  Viça/ Mastercard Welcome 


Complexity: Moderate close combat, morale effects, and gradual recovery from combat straggling add depth to 
Playing Time: 8-16 hours this game's portrayal of the bloodiest single day in American history. 


Element Size: Brigades 


$20 pus $3 Shipping 


The Handbook on the 
Italian Army in World War II: 
1940-1943 


By, Jack Greene, available now. 48 


pages, about 50/50 text and TO&E's, 
some O.B. material, especially on the 
Italian Army in Russia. 
$9.50 each, postpaid +$3.50 overseas 
airmail. Order from: 

Jack Greene 

P.O. Box 658 

Cambria, CA 93428 

ALSO AVAILABLE: 

Rommel’s War $25 and The Royal 
Navy $20 + $2 overseas postage 


Circle Reader Service #11 


JET ACE 
"Live in Fame or Down in Flames" 
Tactical Air Combat game 1944-present 
132 different aircraft 
Send $24 To: 
Lion King Enterprises 
Box 34333, Dept G 
Chicago, IL 60634 
Only 200 copies Printed 
(Overseas orders, add $2) 
Circle Reader Service #12 


Che Gamers Circle Reader Service #10 
Quality Wargames 


VOLUNTEERS 


The Newsletter of Civil War Gaming 


Now in it's third year, VOLUNTEERS brings you the world of board wargames 

«5 well as computer games and miniatures) dealing with the War Between the States. 
Each quarterly issue features game and book reviews, previews of upcoming games, 
new scenarios and variants for existing games, strategy articles, hobby news, classified 


ads, and more. | = ረረ 
| VOLUNTEERS, 146 Chimney Lane, Wilmington, NC 28403 


Subscriptions: $9.00 for one year (four issues) Single issue price: $3.00 
$16.00 for two years (eight issues) 
Circle Reader Service 713 
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Now you can 
fight the war that 
gave America her in- 
dependence with Sons of 
Liberty " We've faithfully re- 
created the look and feel of 
the Revolutionary War, 
where splendidly dressed 
British redcoats fought 
upstart rebels in stiff lines 
and columns. 
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io US i TU Three epic battles 

gamp Agta make up this game, each 

: ዘወ iis | increasing ín complexity 
።: በሜ ESE ga =) and scale. They can be 
T EEE aout iv ob fought under Introduc- 

septena uU | tory, Intermediate or 


Advanced rules. 
Start the game 
ce 1 =~, ‹‹“ቨመ Ao o with the Battle of 
ን ሻዊ የ” |) ee © ll Bunker Hill. It was 
C7" 0 “”፦ A | a small affair, in- 
volving a tiny patch 
of ground and only 
a few thousand men. 
Even under Advanced 
rules, this scenario can 
be savored quickly. 
The Battle of 
Monmouth tested 
Washington's ability 
to keep his army 
together against 
the adversities of 
weather and war. 
Can you do as well? 
Your toughest chal- 
lenge is the Battle of Sara- 
toga, the turning point 
of the Revolution. His- 
torically, the British lost. 
This defeat convinced 
France to declare war on England, 
forcing her to fight on two fronts. Will 
you be able to repeat the outcome? 
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FREE 
AMERICA! 
FREE 
EUROPE! 


ail and America might still be flying the British jack. — . 


Next, move up 8 
couple of cen- 
turies and fight to 
determine the fate of 
Europe with Panzer Strike!" 

You'll feel the fury of the 
German blitzkrieg as it sweeps 
across the Eastern Front, Western 
Front and North Africa. This 
advanced wargame boasts 
incredible resolution: Each 
unit symbol represents 
either an individual tank/ 
gun or a squad of infantry; 
each square of the 60x60 
map, 50 yards. 

Panzer Strike! is 
also a construction set: 
Powerful tools allow 
you to easily create 
your own maps, 
troops and missions. 

Fight single battles against 
another player or the com- 
puter. Use setups we've pro- 
vided or create your own 
with the versatile construc- 
tion features. You can also 
play an entire campaign 
against the computer. It 
creates the maps and 
determines the types of 
battles and offensive/ 
defensive missions. 


Free America with 
Sons of Liberty or free 
Europe with Panzer 
Strike! Either way, 
free yourself from 
mindless, boring 
entertainment with 
these exciting, chal- 
lenging games at 
your local computer/ 
software or game store today. 


“A 


ጫ 


« *ሇዶፍ > "ቫን بل‎ 
3 mA Ko (1t 
1 


ጭጭ 
ip- 


STRATEGIC SIMULATIONS, INC. 


Back issues are 
available only 
they 


while 
last! 


Order yours today!! 


Name Place 
Address 15e 
City State/Prov Stamp 
Zip/PC Country Here 

GATEW AY 1988 

Dept. BPP 

5374 Village Road 

Long Beach, CA 90808 
Name Place 
Address 15€ 
City State/Prov Stamp 
Zip/PC Country Here 


Diverse Talents, Inc. 
BATTLEPLAN Feedback 
5374 Village Road 

Long Beach, CA 90808 


The Errata Bank 


is the source for errata to in-print 
and out-of-print games. It has 
been compiled from official errata 
and magazine's errata from over 
the past 15 years! 

There is a nominal charge of 
25g per page for photocopying. 
We're always looking for errata 
donations, too! To get a free list of 
available errata, write: The Erra- 
ta Bank, P.O. Box 98, Station “D,” 
Toronto, Ontario, Canada M6P 
3J5, or call: (416) 767-4425. 


Circle Reader Service 714 


Attention 


Grognards! 


You Need The 
Canadian Wargamers 


Journal 


Each and every issue of the 
Journal is always full of reviews, 
variants and strategy articles for 

board, computer and miniature 
wargames. While havinga 
Canadian emphasis, it’s 
information is useful to all real 
wargamers. A must for any 
grognard worth his salt! 


It’s only $10.50 (U.S. funds for 
non Canadians) for a six-issue, bi- 
monthly subscription. (US 
postage paid) or $1.95 (+ $2.00 
postage) for a sample issue. 


Send checks to: The Canadian 
Wargamers’ Group, 207 Bernard 
Drive N.W., Calgary, Alberta, 
Canada T3K 2B6. 


"Recommended Reading" - F&M Staff 


Circle Reader Service # 9 


Circle Reader Service #16 ° 


WHAT PRICE 
GLORY? 


The Game Collector’s 
Guild knows... 


Classics, turkies, rarities, hard- 
to-finds, out-of-prints; we know 
what they’re worth! 


For more information write: 
The Game Collector’s Guild 
P.O. Box 5239 
Laurel, MD 20707 


Attention 
Game Convention 
Organizers! 


GAMA, the Game Manufacturer’s Associ- 
ation, is interested in your bid to host its 
Origins convention on a national or 
regional basis. Yes, smaller, regional 
Origins bids are now being accepted! 
Contact the Site Selection Chairman: 

Martin Wixted 

c/o West End Games 

251 W. 30th Street 

New York, NY 10001 
for a bid application form. Why not hosta 
regional Origins in your area? 


Circle Reader Service #17 


Attention Europa 
Enthusiasts! 


The kits you need are here! 


Kit 1, Fire in the East ($8.95) 
p Six 50% "True Reduction” Europa maps 
Air and rail distance charts 
>Stacking and engineering charts 
> Off map air display charts 


Kit 2, Desert Pak ($7.95) 

» Four 50% "True Reduction" Europa 
maps 

» Air, road and rail distance charts 

» Port capacity chart 

» Off map air display charts 

» Covers Torch and Western Desert 

» Usable with either or both games 


Kit 3. Narvik ($6.95) 
» Two 50% "True Reduction" Europa 
maps 
» Tactical port combat charts 
> Invasion planning chart 
» Air and rail distance charts 
> Off map air display charts 


T-Shirts, too! ($9.00) 
Silver-grey with black Europa logo. 
Specify size; medium, large or extra large. 


Coming Soon... 
ኦ Kit 4, Scorched Earth 
» Kit 5, Spain (with lots of special goodies!) 
>» EBM ር Europa-By-Mail with new PBM system 
» Europa Player's Association: A national support 
and information exhcange group for Europa. 


To order, please include $1.00 per item ordered, and 
send checks or money orders to: Game 
Research/Design, P.O. Box 591, Grinnell, IA 50112. 
Approved for use with Europa by GDW. 


Circle Reader Service 718 


Circle Reader Service 715 


The Source 


information network has a new Special 
Interest Group (SIG) for all adventure 
gamers. Convention listings, news and 
new releases, on-line role-playing and 
strategy games, plus a gamer bulletin 
board are all available on The Source. 
From Command Level, just type 
FLBUFSIG. For more information on the 
SIG, or on signing up for The Source, call 
(602) 945-6917 or write Flying Buffalo, 
Inc., P.O. Box 1467, Scottsdale, AZ 85252. 
To call The Source, hook your home 
computer's modem into (800) 336-3366. 


Six-issue subscriptions to Battleplan magazine are $20.00 in the United States, $23.60 for Canadian and 
"exican addresses, and $27.50 for overseas addresses. Payment must be enclosed in U.S. funds, drawn on a 
bank and made payable to DTI. The recruiter or gift giver (who must be a current Battleplan subscriber) 
eceives a free issue of Battleplan added to his subscription for each new subscriber recruited or given a gift 


subscription. 


New Subscriber #2 


Recruiter / Gift Giver 
Name Name 
Address Address 
City State/Prov City State/Prov 
Zip/PC Country Zip/PC Country 
New Subscriber #1 New Subscriber 3 
Name Name 
Address Address 
City State/Prov City State/Prov 
Zip/PC Country Zip/PC Country 
Name 
Address 
City State/Prov 
Zip/PC Country 
Diverse Talents, Inc. 
Dept. BPS 
5374 Village Road 
Long Beach, CA 90808 
Name 
Address 
City State/Prov 
Zip/PC Country 


Diverse Talents, Inc. 
Dept. BPS 

5374 Village Road 
Long Beach, CA 90808 


Place 
15€ 
Stamp 


Here 


Place 
15€ 
Stamp 


Here 


Battleplan 


Gift and "Recruiter" New Subscription Bonuses! 
When you get a friend (who has not subscribed to Battleplan magazine within the 
last year) to take a subscription, or buy that friend a subscription yourself as a gift, 


we'll give you an extra free issue added to your Battleplan subscription! 

As a subscriber to Battleplan magazine, you are the right person to introduce others to this exciting 
new wargame magazine. You know the value packed into every issue of Battleplan, with it's variants, 
scenarios, mini-wargames and replays. Battleplan is also an independent magazine which covers every 
company's wargames. You know that your wargaming buddies should be sharing the new variants and 
scenarios that you are getting in every issue of Battleplan, so let's go get them! 

As a bonus, we'll extend your subscription by one issue for each friend you recruit or buy a gift 
subscription for. For example, if you recruit two friends and buy a third a gift subscription (Battleplan is 
definitely the right gift for any wargamer!), then you'd get three extra issues added on to your Battleplan 
subscription! 

Okay, the fine print is that your must be a current Battleplan subscriber yourself to receive bonus issues 
added to your subscription for recruiting or buying gift subscriptions. Furthermore, the person who is being 
recruited or receiving your gift subscription must be a truly "new" subscriber, and have not been an 
Battleplan subscriber within the past year. Finally, full payment must be enclosed for each "recruited" and 
gift subscription. This offer is only good until the publication of the next issue of Battleplan, at which time it 
may be withdrawn (by not appearing), modified or continued. 

You must use the order form on the reverse side of this card to insure that we have all of the proper 
information! 


Please enter my subscription(s) for Battleplan, Fire & Movement, Breakout, or Space Gamer / Fantasy 
Gamer as [ have indicated by circling below: 


Sample Issue 3 Issues 6 Issues 12 Issues Renewal? 
e Battleplan $4.00 10.00 20.00 37.00 [] Yes [] No 
© Fire & Movement $4.00 10.00 20.00 37.00 [Yes . []No 
9 Breakout $3.50 9.00 18.00 30.00 [] Yes [] No 
e Space Gamer / 
Fantasy Gamer $3.50 9.00 18.00 30.00 [] Yes [] No 


All subscriptions begin with the next issue published. Canadian addresses must add 60g per issue for 
additional postage and handling, overseas subscriptions must add $1.25 per issue for surface mail. Payment 
must be in U.S. funds, drawn on a U.S. bank and made payable to DTI. 


Payment is by: [] check [] money order [1 MasterCard [] Visa Total Enclosed: 

Name an 
Address E ves 
City State/Prov Zip/P.C. 


Credit Card number: Expiration Date: 


Signature: 


J une 1988 Battleplan Expires August 31st, 1988 


To receive more information about products or services described in this issue of Battleplan, simply circle the reader response number on 
the card below and mail it to address on the reverse side. To assist you, a handy listing appears to the left of this Reader Service Card. 


1 6 11 16 21 26 31 36 41 46 51 56 61 66 71 76 81 86 91 96 

7 12 17 22 27 32 37 42 47 52 57 62 67 72 77 82 87 92 97 

8 13 18 23 28 33 38 43 48 53 58 63 68 73 78 83 88 93 98 

14 19 24 29 34 39 44 49 54 59 64 69 74 79 84 89 94 99 

10 15 20 25 30 35 40 45 50 55 60 65 70 75 80 85 90 95 100 
Please cirlce the number of the single most correct response in the reader survey section below: 

|. What is your age? 1. Under20 2. 20to29 3. 3010 39 4. 4010 49 5. 50 years old or over 

Il. What is you sex? 1. Male 2. Female Ill. Are you a current subscriber? 1. Yes 2. No 

IV. Yourannualincome? 1. $15,0000rless 2. $15-25,000 3. $25-35,000 4. $35-45,000 5. $45,000 + 

V.Your education? 1. Lessthan 13 years 2. 13years 3. 14to 17 years 4. morethan 17years 

VI. How many others read this copy of Battleplan? 1 2 3 4 5 6 7 8 9 

VII. How much do you spend on games in a year? 1. lessthan $100 2. $1-300 3. $3-400 4. over $400 


B&B UN‏ ين 
oO‏ 


Vill. Do you subscribe to The Wargamer? 1. Yes 2. No 

Name 

Address 

City State/Prov Zip/PC 


FAST 
FACTS 
FREE! 


If you would like to know more about 
any of the games advertised or written 
about in this issue, simply use the free 


Reader Response Card on the lower 


right hand section of this page. Circle 
the numbers indicated below for each 


game on the card and send it to us today! ' 


Games and Accessories Circle # 
Chleffadü sre r 10 DU ies 1 
La Batille dela Moskowa ......... 2 
Antietami E ل يي‎ ey 10 
Handbook Italian Army WWII ... 11 
det ANGE ع‎ ot a ም. ሐሪ 12 
uropa Play Ald kits 1170.5... 18 
Services 
Hudson Hobby Games ............ 3 
Game Play Hobbies .............. 5 
Weekend Warrior ..:21..2. 2 wes 6 
Wargame Depot 4 o aue. T 
The Errata Bank’ በጋ እ... ll 14 
The Source 2. ا ل‎ Y 15 
Game Collectors' Guild .......... 16 
Publications 
CounterAttack | 0 eee. cL. 4 
Raper Mayhem si re 2525 8 
Canadian Wargamers Journal .... 9 
Volunteers CELL መ መ te 15 
Conventions | 
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